
OUTFOXED! 


EXCLUSIVE 


SCORED! 


THE WORLD’S BIGGEST NINTENDO GAMECUBE MAG 


GAMECUBE WORLD EXCLUSIVE! 


- 


FEATURING 


SEGA's online masterpiece is 
coming to the Cube and we play it first! 


The legend continues in this 
stunning weapon-based fighter! 


PHANTASY 


STAR ONU 


VENDETTA 


Yippee-kay-ay 
muddy funster! 


DARK SUMMIT 

Is it made of 
the white stuff? 


ETERNAL 


r ySt&f* 


Prepare to be scared witless ESSHSiSl! 
by the new Nintendo horror experience! 


9 771475 139007 


100% UNOFFICIAL 


GAMECUBE PRODUCT 


132 PAGES 




























































Also available from THQ 















I55UEFDUR LRUnCHinE 14 -.D 3 .nE 



WELCOME 


IT’S GETTING EXCITING isn't it? A bit like just before Christmas or maybe the run-up to your birthday, 
this is the period when you know something good is going to happen but you just have to wait for it... and 
then wait some more. Patience, dear friends - the CameCube is coming and not without a stack of games 
that'll make it all seem worthwhile. 

In the mean time, this mag will keep you occupied - who else gives you 132 pages crammed with the 
latest news, previews, special features and reviews? Hopefully, Cube is just the tonic and we reckon that 
issue 4 is our best yet. Contained within is a shed-load of exclusive stuff not found anywhere else; check out 
our interview with Yuji Naka, or perhaps you'd be more interested in what Shigeru Miyamoto had to say 
when we sat down and had a little chat with him (pi8-19). Perhaps you want to know exactly what 
Nintendo is up to regarding the GameCube's online strategy? We asked David Gosen (Nintendo's European 
Managing Director of Sales and Marketing) to get the lowdown. In the months leading up to the launch of 
the GameCube, we are the only magazine that has access to the people that matter. 

We haven't stopped there; do you want to know how the GBA link-up works? Again, Naka-san came up 
trumps to show us the ins and outs of something that potentially offers a world of new gaming possibilities 

Elsewhere you'll find a raft of games and news that you simply won't find anywhere else. We're the only 
people to have sat down and played the GameCube version of Phantasy Star Online (check out the eight- 
page In-Depth starting on page 40), and brand-new shots and info on Soul Calibur 2, Die Hard Vendetta, 
Resident Evil, ISS2 and StarFox Adventure are all contained within - and a good deal more, too. 

So there you go - we reckon that Cube is the only magazine that can get you through those pre-release 
blues. If you really cannot cope though, then point your browser at www.totalgames.net/forum and click on 
'GameCube'; you'll find like-minded Nintendo lovers and you might even find us skulking about. We're 
getting literally 1000s of postings every week and everyone is more than welcome! 

Simon Phillips 
Group Editor 
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The world's biggest Nintendo GameCube magazine! 
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SEGA is coming to the GameCube and 
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Acclaim. Makers of some of the finest 
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Wanna know how the GBA links up to 
the GameCube? We get SEGA's Yuji 
Naka to demonstrate.26 
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Obviously, letting the enemy get this close 
to you probably isn't the best idea... 
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FIRST DECENT GAMECUBE SHOOTER 


TOTALLY ORIGINAL STORYLINE 


DARK, MATURE UNDERTONES 


FULLY INTERACTIVE ENVIRONMENTS 


NUMEROUS PUZZLE ELEMENTS 


RELEASE DATES 


DIE HARD VENDETTA 


GENRE: 


WAVERS: 



PERCEriTRGE CDmPLETE 


At last we're allowed to show you 
what could be THE game o f 2002... 


REGULAR READERS OF Cube will know 
that we've been going on about Die Hard 
since the first issue, but sadly, due to the 
events of 11 September, we haven't been 
able to show you much. Thankfully, that 
has all changed and the Cube team has 
been invited to play the latest version of 
the game in France. In the mean time, 
we've managed to get our hands on 
some brand-new shots of the game. 

Due for a general release in 
September, Die Hard will be the first 
original shoot-'em-up available for the 
GameCube. As studio MD Foo Katan 
revealed in issue three of Cube, Die Hard 
takes place after the events of Die Hard 3. 


McClane's daughter is now in the Police 
Academy and the bad guy comes in the 
form of Hans's (bad guy from Die 
Hard 1 ) son. 

The general gameplay ideas are slightly 
more removed from your average shoot- 
'em-up in that numerous puzzle 
elements have been slotted in to allow 
for a far more varied experience. There 
will be sections where letting rip with 
twin Uzis is the only way to go, but these 
tactics certainly won't do you any favours 
in a one-on-one hostage situation. 
Gameplay variations also 
come in the form of night and 
infrared vision, as well as hiding from 


scouting helicopters looking to gun you 
down if they see you. 

Graphically the game is looking pretty 
sweet. The polygon count on enemy 
characters is surprisingly high considering 
the number of them that turn up on 
screen at once. Surrounding 
environments span out as far as the eye 
can see - think of the Datadyne building 
from Perfect Dark, add more detail, larger 
areas and a smooth frame rate, and you'll 
begin to get some idea of the sort of 
calibre of graphics that we're talking 
about The spot effects are the most eye¬ 
pleasing new feature at the moment. The 
muzzle flare off some of the guns is 
gorgeous, as are the spotlights that line 
the corridors. Explosions from terrorist 
bombs consist of beautifully animated 
flames, licking at the walls around them. 


GAME 



































"IT’S GREAT TO SEE MORE 
THIRD PARTIES FINALLY 
PUSHING THE MACHINE INSTEAD 
OF PRODUCING LAZY PORTS” 




Since we last saw the game a new 
area has been revealed in the form of 
the Slums. The dark and dingy world 
that exists in the shadows has been 
brought to life complete with soft- 
glowing fires, drunken tramps, graffiti 
and litter. It's great to see more third 
parties finally pushing the machine 
instead of producing lazy ports - check 
back with us next issue for a gj| .•. 
huge In-Depth feature. 
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© Obviously, Nightmare needs to make some 
serious cna 


serious changes to how he picks up chicks. 
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SOUL CALIBUR 2 


GENRE: 


OULCAUB 


PERCEnTRGE CDmPLETE 


Having tweaked the gameplay to perfection, 
Namco starts to concentrate on the graphics ... 
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■ SEQUEL TO THE BEST BEAT-'EM-UP 


| NEW CHARACTERS AND WEAPONS 


| ALL-NEW MOVES AND COMBOS 


| SUPERB UGHT SOURCING 


| INTERACTIVE SCENERY 


RELEASE OATES 


^ M 


AT LAST YEAR’S Spaceworld Show in Japan, Namco 
revealed that it would be developing a sequel to its 
arcade and Dreamcast beat-'em-up Soul Calibur. The 
originally named Soul Calibur 2 would be brought to 
GameCube shortly after its arcade debut. 

The original Soul Calibur is still regarded by many 
as the greatest beat-'em-up in existence, so you can 
safely assume that the sequel will play like a dream. 

A slight problem, however, laid with the graphics - 
despite being better than the original it was still a 
far cry from the standards set by Dead Or Alive 3. 

Still, it was early days and the now 50% complete 


version shows the game coming along in giant leaps 
and bounds. 

Astaroth is looking particularly impressive, adorned 
with armour and boasting a realistic six-pack. Light 
sourcing is being implemented as we speak - one of 
the new stages takes place while the sun is very low 
in the sky. The first light of the morning reflects off 
every part of the characters and provides a refreshing 
change to the clich£d sunset backdrops. 

In keeping with Dead Or Alive 3, SC2's backdrops 
will be partly interactive. Namco is being extremely 
secretive about this aspect at the moment, but the first 































“ASTAROTH IS LOOKING 
PARTICULARLY IMPRESSIVE, 
BOASTING A REALISTIC SIX- 


_ UP FROIMT 

EDUL CRLIBUR 2 


SI 



examples of this have already been shown. In one 
shot, Astaroth pins down Taki with his enormous 
boots, while his battle-axe appears to be embedded in 
the floor. Could it be that over-ambitious attacks result 
in weaponry temporarily getting stuck? That would be 
smart. In a similar fashion, an ill-placed swing attack 
could see the momentum of a heavy weapon leaving 
you open to a counter attack. The possibilities for new 
gameplay additions are endless, but we'll have to see 
if Namco decides to include them. 

The current line-up includes the oldies (Taki, 
Astaroth, Nightmare, Ivy) as well as newcomers 
Cassandra, Talim, Hwong and a mystery character. The 
new guy appears to be from the same background as 
Killik, albeit with different moves, clothes and hairdo. 
Rest assured, this line-up will increase as the ■■Hf 
months go by but, for now, that's yer lot! 














UP FRONT 



Oooohh, twin rocket launcher thingies. 
Always a good thing, eh? 


NINTENOO 


, , , l l t l [ , , , Nintendo finally sets a date for its 

I the CLOSEST YOU'LL GET TO ZELDA ... 7 , _ .. . 

unofficial Legend Of Zelda replacement! 



STARFOX ADVENTURES: 

DINOSAUR PLANET 



ALONG WITH THIS month's 

announcement that StarFox Adventures is 
to hit the US shelves on 10 June (see GC 
News for more details), Nintendo has 
also released a new and exciting batch of 
revealing shots. 

We can now disclose more about the 
relationship between the female 
character Krystal and her Pterasaur 
sidekick. Krystal is a mysterious spiritual 
healer who has the ability to call upon a 


Pteradactyl whenever she needs him, 
much like the Flammie Dragon in Secret 
Of Mana. This call isn't made with a horn 
or a drum, but through the power of 
telepathy. As part of a short cut-scene, 
Krystal will call out, at which point she 
will be picked up by her trusty winged 
friend. There will be sub-missions in the 
game, which specifically involve you 
controlling Krystal in the air, while trying 
to track down the Sky Fortress. 


Also revealed in the new demo is a 
sequence showing Fox fighting with five 
other opponents on screen at once! 
Considering the polygon count of each 
combatant, along with the fact that 
everything runs at 60 frames per 
second, this is quite an achievement. 
Graphically the game's still striding 
ahead of the competition. Every new 
level of the game brings with it even 
more detailed textures. Screenshots of 
the Fire Temple show Rare proving it is 
one of the most talented developers in 
the world. The floor and the walls boast 
ridiculously intricate textures, further 


























“THE FLOORS AND THE 
WALLS BOAST RIDICULOUSLY 
INTRICATE TEXTURES” 


UP FRONT 

5 TRRFD!-: ROUEnTURES DinOSRUR RLRI1ET 



exaggerated by the GameCube's bump¬ 
mapping abilities. Indeed, the bump 
mapping is now evident on the 
enemies and main characters, with 
Tricky looking scalier than ever. Is that 
enough graphical flair for you? Well, 
here's some more. Light sourcing now 
seems to be fully implemented - the 
subterranean networks have multiple 
light sources, which shine through the 
underground rivers and waterfalls. 

The downside is that the game won't 
see the light of day for another three 
months. Can Resident Evi\ and 
Animal Forest last us that long? 


Before this stone creature rises out of the ground, it 
looks like a regular mound of rocks. 
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Retail boycotts £150 as greed sets in 


LAST MONTH, Cube reported that 
GameCube would finally reach European 
shores on 3 May at an astonishing price- 
point of £150. Nintendo has often been 
criticised for not caring about Europe, 
and the news of 21 launch titles, 60Hz 
compatibility and the mass-market price- 
point seemed to suggest an about turn 
in Nintendo's attitude. 

Sounded too good to be true right? 
Well, come on... someone had to ruin 
it didn't they? No sooner had the 
launch details been announced than 
various chain store executives were 
attacking the move. Some stores even 


threatened not to stock GameCube if 
Nintendo opted to stick with £150. It 
seems that at half the price of an Xbox, 
stores won't make enough profit per 
unit to make it worthwhile. In fact, it 
turns out that after tax, stores will be 
paying roughly £146 for each unit. 
Funnily enough though, it's only the 
chain stores that are complaining. Most 
independent stores have welcomed the 
move. Get the hardware out as cheap 
as possible and make money on the 
software and accessories. It's not a 
perfect situation, and independents 
would love to make more money, but 


• • • 

at least they are on a level footing with 
the chain stores for once. 

Independent stores have never made 
any money out of hardware - it's one of 
the sacrifices for matching chain store 
bundles, which are only possible due to 
the fact that chain stores buy in bulk 
and dictate prices to publishers. The 
shoe is on the other foot now. It could 
well turn out that the independent 
stores come out on top. 

The main problem lies with the fact 
that Nintendo can't dictate a price - it 
can only suggest it. When push comes 
to shove, GameCube could sell for £299 
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NAME: DAVID GOSEN 

POSITION: MANAGING DIRECTOR OF MARKETING 
COMPANY: NINTENDO OF EUROPE 

CUBE: How much money will you be spending on marketing 
for the GameCube in Europe and will you be having Cube Clubs 
as you did in the United States? 

DAVID GOSEN: As yet, we've made no announcement 
what that marketing spend will be, but we will spend probably 
over 100 million Euros on launching the GameCube across 
Europe. As to the contents of that marketing communications 
plan there will be the usual mix of broadcast media, in-store 
displays, print promotions and sampling, but as to the details of 
that, we'll make more announcements on that in about four 
week's time (that works out at just about now - Cube). 

CUBE: In the United States, you launched the GameCube at 
almost the same time as the Xbox. Why have you delayed the 
launch here to over a month after the European launch of the Xbox? 

DG: In terms of the timing of our launch in Europe, 3 May is the 
right date and let me tell you why it's the right date. To have a 
successful console launch in any market anywhere around the 
world, you need to have enough hardware and enough software 
- quite simply, we could have come to market far earlier than 3 
May, but with far less hardware and not such a broad range of 
software. Nintendo, over the twenty years that it's been in the 
videogames industry, is entering its eighth platform launch and 
we understand how you do this. We think that we need 500,000 
pieces of hardware for Day One to make sure that the supply is 
there, and very importantly for GameCube, we wanted to make 
sure that we had the full support of the publishing community to 
give us that depth and breadth of range. We set our own agenda 
in terms of deciding when to launch and don't tend to worry 
about what other people are doing. 


■ Chain stores have dictated 
prices to publishers and 
independents for far too long 
already. If certain stores are 
going to boycott the £150 price- 
point (as if), you should boycott 
those stores. Let us assure you 
that some independents WILL go 
to £150. The only solution is for 
Nintendo to put its foot down 
and stand up to this retail 
bullying. Come on guys; let's see 
some of that 'Nintendo 
Difference' that you 
keep talking about 


? ;> 


if that's what the shops decide - a 
highly unlikely proposition obviously, 
but you get the point 
The Cube Forums (cube.totalgames 
.net) have been rife with people who 
have been looking to pre-order 
machines from chain stores. Some 
stores are quoting prices of £169, £199 
and even £299 (erm, hello!?), but none 


of these are set. Remember that, 
initially at least, the independent stores 
will probably work out cheaper. They 
may not be allowing official pre-orders 
just yet, but that's only because 
Nintendo hasn't announced the UK's 
Day One allocation. Rest assured 
though, you will be able to get | 
a GameCube on Day One... 


“GAMECUBE COULD SELL FOR 
£S99 IF THAT’S WHAT THE SHOPS 
DECIDE - A HIGHLY UNLIKELY 
PROPOSITION OBVIOUSLY, BUT YOU 
GET THE POINT” 


CUBE: Let's face it - it's hard to think about Nintendo without 
thinking about Mario and Zelda. What are your plans for releasing 
either of those games? 

DG: Miyamoto-san, in discussions with us, made the decision that 
we should focus on Luigi’s Mansion as one of the key first-party 
titles for Day One. It's turned out to be a vety good decision, as it 
was one of the fastest-selling games in the United States that 
accompanied the launch of a console. We will see Mario Sunshine 
m quarter four this year - as yet we have made no date available for 
the Zelda product but you'll certainly see Mario in Europe this year. 
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RIDGE RAGES ON 

Namco of Japan's President, Youichi 
Haraguchi, recently revealed in an 
interview that GameCube Ridge Racer is 
progressing smoothly and will be ready 
early next year. 
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BROADENED HORIZONS 

British Telecom will be lowering the 
price of broadband installation after 
survey results indicated that only 0.3% 
of British homes have it Now you 
understand why Nintendo isn’t thinking 
broadband just yet. 



T 

i —^ | 

,\. 

,\ / 




rJ i 

JVJ 

JVJ 

r-J 

j 




THREE’S BETTER THAN ONE 

Nintendo, SEGA and Namco have 
revealed that they are working together 
on GameCube-based arcade hardware. 
Dubbed the TRIFORCE Board (sweet!), it 
was announced in Japan on 22 February. 
We'll have a full report in issue Five. 


THE OPENING MONTHS of 2002 have 

been pretty slow as far as new releases 
are concerned - ports, ports... ooohh, 
another port... still, we traversed the wave 
of rubbish, safe in the knowledge that 
Triple-A titles like Eternal Darkness and 
StarFox Adventures were due to be 
released in February and March 
respectively. It became more and more 
apparent though that these titles were not 
going to make their projected release 
dates, and Nintendo has now confirmed 
that StarFox Adventures will debut in the 


US on 10 June, with Eternal Darkness 
following two weeks later on 24 June. 

Both titles will be complete and 
playable at this year's E3 show in Los 
Angeles, in May. Depressing as the delays 
may be, they're understandable and 
almost forgivable. With the majority of 
Nintendo's first-party titles consisting of 
relatively short games (< Pikmin , Smash 
Bros, Luigi), StarFox Adventures and 
Eternal Darkness represent the start of the 
epic Nintendo games. Mario Sunshine, 
Celda, Metroid Prime and Perfect Dark 2 
will follow, but these will be the first. With 
SFA and ED in June and Mario Sunshine 
_ in July/August, it's going to be a 
busy summer for import 


TWICE THE FUN 

When released in Japan on 22 March, 
Resident Evil will come on two discs, 
packaged with a special Memory Card 59. 
The title is certainly the most-anticipated 
game in Japan at the moment 
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heads. PAL gamers should expect to see 
SFA in August, but Eternal Darkness may 
be held back until Halloween due to the 
nature of the game. 

Along with new dates for software 
came some unexpected news concerning 
a peripheral that we had almost forgotten 
about. The wireless WaveBird controller 
will be launched in the US on 24 June 
(same day as Eternal Darkness) for 
$49.95. The new accessory will probably 
launch in Europe sometime in September 
for £29.99. Originally we were expecting 
the WaveBird to be available at launch, 
but it appears that there may have been 
problems with the design. The original 
mock-up looked identical to the standard 
pad, albeit in a rather fetching white 
colour. Nintendo's R&D department must 
have had problems fitting the circuitry in, 
as the new design has an extra 
section between the D-pad and 
the C-Stick. Check out the 
section just over there for 
X. our first 
m impressions. I 


2002 


E3 CONFIRMED 

This year's E3 show has been confirmed 
for this May and will be held at the Los 
Angeles Convention Centre in the USA. 
Playable titles will include Mario 
Sunshine, Celda, Die Hard, Turok 
Evolution and many more. Obviously, 
we'll be there. 







































Nintendo provides three good 
reasons for not getting a tan... 


ETERNAL DARKNESS 
E WAVEBIRD PAD 


* "STARFOX ADVENTURES AND 
ETERNAL DARKNESS REPRESENT 
THE START OF THE EPIC NINTENDO 
GAMES' - IT’S GOING TO BE A 
% BUSY SUMMER” 
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TAKE CONTROL 

|T J S TIME TO WAVE GOOOBYE TO 
EXTENSION LEADS! 

Cube recently had the chance to sit down with a prototype 
WaveBird controller. As you can see, the circuitry is bare 
and there is a small dial on the controller as well as the 
receiver. This dial allows you to alter the frequency of the 
signal that you can tap into your opponent's controls (he, 
he). Obviously this won't be possible with the finished 
product. Following the playtest, we can safely say that the 
WaveBird is the way forwards. The controller has a massive 
range - that extra £5 is really worth it. 



THINKS... 


FIRST IfTlPRESSOn 


■ Nintendo and delays go hand 
in hand, but whenever a delay is 
announced, it's always so that 
the games can be made that 
little bit better. As for the 
WaveBird, you wouldn't think 
that such a small change would 
be a big deal but, 
believe us, it is. 





The WaveBird - handy 
for cablephobics. 
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HIGH CAUBRE UNK-UP 

When Soul Calibur 2 launches in Japan 
in August, it will be accompanied by the 
GBA version. The two versions, along 
with the TRIFORCE arcade version will all 
be compatible with each other. 



NOTHING LEFT 

Developer LeftField no longer carries the 
status of a Nintendo 'second party'. The 
developer responsible for NBA Courtside 
2002 is now a regular developer. The 
reasons for this are currently unknown. 



THOSE PESKY KIDS 

Nintendo has released a number of 
extremely strange accessories for the 
GameCube. Amongst them is some sort 
of mobile gaming station. You can wheel 
it around and, just in case you miss 
looking at it, the flip-top cover is 
translucent. Dear me 
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WHAT A SURPRISE 

EA will release a World Cup version of its 
FIFA game in Europe in time for the real 
thing. The game is identical to FIFA 2002, 
apart from having the World Cup option. I 



Nintendo opts for the chastity belt approach... 


WE’VE MANAGED TO uncover some 
amusing (and informative, of course) 
information regarding Nintendo's efforts 
to cut down on piracy - here's the deal at 
the moment. Nintendo GameCube 
software is developed on PCs in 
conjunction with the Dolphin 
Development Kits (the huge blue brick in 
the picture above). These machines have 
a dolphin logo in the top-left corner and 
allow developers to play in-development 
software by way of cartridges, which plug 
into the white slot on the front. Code, 
which is relatively complete, can be 
burned onto NR Discs and played on a 
NR Reader machine. This is essentially a 
standard GameCube, except for the fact 
that it is turquoise, has a territory switch 
on the side and it allows you to play 
unfinished code. Development studios 
also seem to be the only place where you 
can find the purple/clear pads. 



In the past, companies such as Sony 
and SEGA have sent these unfinished 
versions out to people like Cube so that 
we can preview games, but Nintendo is 
going to do things differently. If the NR 
discs got into the wrong hands, it would 
be possible for people to figure out more 
about the anti-piracy devices in the 
GameCube, so Nintendo will not be 
sending out anything to magazines or 
Web sites. Instead, publishers and 
developers will have to purchase what 
can only be described as a chastity belt 
from Nintendo of America. The press 
release reads: 


NR Reader Security “Lock Box" Order F 
Denies easy access to NR Discs 
Mountable to demonstration surface 
Easy access to; 

Power and Reset Switches 
Controller Ports 
AC Power Connections 
AV Connections 
Order yours today! 

Padlock not included 
Unit price: $35 (roughly £22) 


£22, and you don't get a padlock!? 
Once attached, this device prevents 
anyone from getting to the disc. The 
whole unit will then be hand delivered to 
the relevant place, during which time it 
can never leave the responsible owner's 
sight. Developers found to be breaking 
these rules will risk losing their licence! 

Needless to say, this makes 
everybody's life very difficult - it also 
means that, come Christmas, there could 
well be up to 20 locked NR Readers on 
the Cube team's desks. 

We fell about in fits of laughter when 
we first saw the pictures, and although it 
shouldn't affect readers too directly, we 
thought you might like to see some 
pictures anyway. 

The Nintendo difference looks painful... 
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“PUBLISHERS AND DEVELOPERS 
WILL HAVE TO PURCHASE WHAT 
CAN ONLY BE DESCRIBED AS A 
CHASTITY BELT FROM NINTENDO 
OF AMERICA” 


CRYSTAL CLEAR 


5D THRT’S LUHRT THEM LC3DH LIHE! 

The NR Readers also come with the purple/clear 
pads, which will be available to buy on 3 May. We 
hadn't seen these before, and we're still not too 
sure whether we like them or not They're certainly 
more interesting than the standard purple pads, 
but not quite as nice as the black ones. 

Speaking of colours, Miyamoto-san revealed 
this month that Spice consoles and controllers 
will become available in Europe eventually - 
just not at launch. 




THINKS. 

FIRST imPRE 55 IOn 


■ Hopefully Nintendo will realise 
the ridiculous nature of their anti- 
piracy scheme. It makes 
everybody's life very difficult and 
means that developers and 
publishers have to drive all the 
way to magazine offices every 
time they want to show off some 
new code. This could in turn 
mean that we don't get to play 
every new version of a game. 
We'll have to wait and 
see, folks. 










































arcade hit Defender gets 
for the next generation. 


The US publisher joins 
the GameCube party! 


LET BATTLE 
COMMENCE! 

Koei announces its first GameCube title! 


THE JAPANESE DEVELOPER has 

taken a while to talk about its 
GameCube plans, but after 
announcing that it would be 
releasing a title before April, it kind of 
had to say something official. Battle 
Houshin is an exploration beat-'em- 
up set in Ming-Dynasty China. With 
over 70 weapons, impressive magic 
attacks, multiple-combo attacks and 
scores of enemies on screen at any 
one time, Battle Houshin will 
certainly be eventful. It will be 
compatible with the GBA version, 
Magical Houshin, although specific 
details have yet to be announced. 
You can see for yourself what sort of 
game this is going to be and a UK 
release is doubtful, but import fans 
will be able to get hold of the 
Japanese release on 29 March. 


THE PUBLISHER WHO brought us the fantastic NHL Hitz 
20-02 is due to bring another seven titles to GameCube 
before the year is up. Mortal Kombat: Deadly Alliance, Red 
Card Soccer, Defender, Bike: Street Vert. Dirt, Freaky Flyers, 
and Spyhunter have all been in development for some time 
now. Spyhunter and Gauntlet Dark Legacy will be out in the 
US by the time you read this. The others will most likely be 
shown at this year's E3. 
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CHAMPIONSHIP 

© Coming along late in the N64's life was 
one of the greatest racers of all time. 
Widely ignored, it came from Boss Studios (the 
developer of Top Gear Rally ) and offered 
superb graphics, great handling, spot-on 
courses and a well-balanced two-player mode. 
Such a shame that so few people bought it. 
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certainly knew how to do lens flare 
Nearly blinding it was! 


Cube sits down and drools as 
legendary games designer speaks... 


WE THOUGHT WE'D give the Head 
of Nintendo PR, Shelly Friend, a 
month off. After all, we do hassle her 
every month and she may well start 
ignoring us soon. Instead, we 
decided to chat to the most- 
respected games designer in the 
world - Shigeru Miyamoto. Now a 


Director at Nintendo Japan's EAD, 
Miyamoto-san is responsible for 
countless Nintendo franchises, 
including Mario, Zelda and the 
original Donkey Kong. Despite 
having a translator, Miyamoto-san 
can understand English quite well, 
but he prefers to speak in Japanese, 


so all of his answers have been 
translated. We didn't have very long 
with the master, so we opted to 
choose what we thought were the 
most important questions. 

Before he answered our questions, 
he showed us some brand-new 
video footage of four of Nintendo's 
big games for 2002. Two of them are 
shown here - StarFox Adventures 
and Eternal Darkness have been 
previewed elsewhere in the mag. 



© So there you 
go. It's a 
water cannon... 
and possibly a 
counter balance 
for those high- 
wire antics. 


IMARIO SUNSHINE 


The new version of Mario Sunshine looks quite similar to the 
previous version, apart from now the main gameplay focus has been 
revealed. Mario must use his Water-Jet backpack to clean the town from 
blobs of paint, which fall from the sky. The jet can also be used to disperse 
of enemies, such as Piranha Plants. Other gameplay elements include fence 
climbing and gate flipping (a la SNES Super Mario World) and wall kicking. 

Here's an interesting little quote for you that may well disappoint some 
people. When asked about whether Nintendo will only be developing short 
games, Miyamoto-san replied: 

"I think that gamers are divided into two groups: the first group play 
through the story and quit when they get to the end. Then there are the 
people who play it again and again. Luigi's Mansion is a story-based 
but Pikmin was designed to be played through three or four times. I 
Mario will be like Pikmin in that respect." 















































Miyamoto-san loves his grey 
rolfnorltc DO y 0 U WOrk OUt? 


© You kind of get the feeling that 
something bad's going to happen. 




METROID 

PRIME 


Admittedly we didn't actually play this, 
so we're not going to make too harsh a 
judgement just yet. We have to say 
though, what we saw wasn't too 
impressive. On the plus side, all the 
action was moving very smoothly, a 
marked difference from last year's E3 
footage. The game is missing 
something though - it's difficult to put 
your finger on it, but the game just 
doesn't grab you and scream 'play me.' 

New additions included Samus's 
Morph Ball ability and the Grapple Hook 
ability. The former allows Samus to 
travel at speed through narrow corridors, 
while the Grapple Hook allows her to 
cross bottomless pits and the like. A 
huge boss was also shown, which gave 
an impressive example of the animation 
in the game, but the graphics in general 
left a lot to be desired. Some of the 
areas are huge, underground caverns 
and you can see everything, but the dull 
beige/green/grey colour scheme almost 
makes the game look washed out 
Perhaps this was just one of the levels - 
let's hope that we get to see more at E3 
in May. Miyamoto mentioned that 
Metroid would appear in Europe before 
the end of the year. 


CUBE: How did you get into the 
videogames industry? 

SM: When I was a child I was deeply 
into cartoons. My parents were often 
worried about me being addicted to 
cartoon comics. After all that I became so 
addicted to cartoons that I began drawing 
cartoons and that took me to where I am 
now. I believe what was good was the 
guidance from my parents. Despite being 
so into Manga, I played baseball, went 
fishing and played outside. 


(Speaking about online RPGs) In reality, 
it is not that RPGs are selling, it's just that 
Final Fantasy and Dragon Quest are 
selling. If you have to pay this sort of 
monthly subscription fee, we cannot see 
how many people will sign up. Nintendo 
can't guarantee the network environment 
100%. It's predicted that in 2005, only 
20% of European households will have 
access to broadband. Nintendo can't afford 
to focus on 20% of the households when 
it can cater for 100% 


CUBE: Are you at all interested in 
working with the new TRIFORCE arcade 
board and what possibilities do you think 
it holds? 

SM: I'm not sure to what extent I can 
talk about this. TRIFORCE is a joint 


CUBE: Do you think that Yamauchi- 
san's retirement will have any effect on 
Nintendo's future success? 

SM: After his retirement I don't know 
how much he will do, but by now we've 
learnt a lot from him. Perhaps we would 
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IN THE 
CUBE WITH... 

SHIGERU 

MIYAMOTO 


NAME: SHIGERU MIYAMOTO 

POSITlOf DIRECTOR/GENERAL MANAGER NINTENDO EAD 
COMPANY: NINTENDO OF JAPAN 



development between Nintendo, Namco 
and our old archenemy SEGA. It represents 
the coming together of three powers. The 
fact that only three companies have been 
announced does not necessarily mean 
that other companies will not be working 
on the system. Actually, Capcom and 
others will make use of the TRIFORCE 
system. As a matter of fact, even though 
we have only recently made the 
announcement, development and 
negotiations have been on the way for a 
very long time. In the very near future the 
system will be complete. Sometime in 
March or April a series of announcements 
will be made regarding the specific 
software titles. I'm sure you will be 
surprised by some of the names. Needless 
to say, the games creators at SEGA are 
going to make a lot of software. 

CUBE: Can you tell us, once and for all, 
what the situation is with Nintendo online? 
SM: I often talk with the younger 
Directors about this, like the ones working 
on Mario Kart, for example. There is no 
doubt that competition (online battles) is 
good, but I tell them to finish the one- 
player game first. I believe there is a kind 
of danger - it can be an escape from 
reality for developers. We think about it 
seriously; once you do an online title you 
have to keep watching it to monitor its 
progress. This is a lot of work. 


have more freedom? (laughs). 

CUBE: When will you have more to say 
about the new Zelda game? 

SM: I believe that games should be 
judged by playing rather than seeing. This 
is why I haven't brought Zelda with me 
today. Zelda will be playable at E3. 

CUBE: Can you tell us how GameCube 
Mario Kart is coming along? 

SM: Mario Kart is one of the titles which 
most occupies my time and most bothers 
my heart. The latest is we're having a 
series of meetings about what to do with 
the series. We'll be making drastic changes 
into the basics of the series. That's all I can 
tell you - we'll make an announcement at 
E3.1 can't guarantee it, but I am hopeful. It 
may be possible that Sonic will be one of 
the riders! 

CUBE: What do you think about the 
fact that realistic games like Metal Gear 
Solid appear to be more popular at 
the moment? 

SM: I really don't know what the 
definition of realism is. Metal Gear Solid, 
though, is certainly realistic. We're pursuing 
some kinds of realism in Zelda. We are 
working on realistic games such as 
Metroid. When we met recently, Mr Kojima 
(producer on MGS) said that he wanted to 
make games for GameCube. 
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TH-CUBES IT UP 

THQ has secured the rights to bring a 
range of games base on the Nickelodeon 
licence to CameCube. These will include 
Rugrats, SpongeBob SquarePants, Rocket 
Power, The Wild Thornberrys and Jimmy 
Neutron: Boy Genius. 




MOTORING ALONG 

Acclaim's port of Jeremy McGrath 
Supercross surprised us this month by 
coming out just as we had finished the 
mag. Expect a full review in issue 5 - 
geez, that's gonna be one busy month! 



CEL DAMAGED 

Robotech.com managed to get hold of 
the first screenshot of Robotech this 
month. The GameCube title will take the 
form of a colourful, cel-shaded shoot- 
'em-up, which is looking quite nice. 



POT LUCK 

EA's GameCube Harry Potter game will 
be released on 15 November in the US. 
No shots are available, but the game is 
being developed by British developer 
Eurocom. You can expect a Studio Eye 
within the next few months. 


LANDING GEAR DOWN 

Developer Tam is set to bring a 
version of its GBA I Am An Air Traffic 
Controller to GameCube this 
Christmas. It will be compatible with 
the GBA version, somehow. 




Cube unveils some of Vexx's enemies... 


CUBE CAN NOW reveal some of the 
new attacks and enemies in Acclaim's 
adventure game, Vexx. You really should 
take note as well, because after 
Miyamoto-san's comments regarding the 
length of Mario Sunshine, this game could 
well be the epic, platforming adventure 
that you're all looking for. 

After discovering the mythical Astani 
Battle Gaunlets, Vexx is able to summon 
tremendous powers within his body, 
which are expressed through the 
unwieldy gloves. The most simple move is 
a Wolverine-like side-swipe combo attack. 
Each swipe pulses with electrical energy, 
literally frying its opponent. This attack 
can be upgraded to a long distance, 
projectile attack. The power of the swipe 
sends a pulse of energy flying towards 
your opponent. This move takes a short 
while to charge up, thus not being much 
use in close combat. For these situations, 
the Astani Uppercut and the Astani Bomb 
are available. 

New enemies include a floating foe, 
which can drain your energy using 
suckers on its arms, as well as some ugly 
little imps, reminiscent of the creatures 
found in Tomb Raider Chronicles. Expect 
more details to leak through as the 
months go on. 



Despite what it looks like, these imps 

~ ■* don t hold the power of levitation. 

“VEXX IS ABLE TO SUMMON 
TREMENDOUS POWERS FROM 
WITHIN HIS BODY” 








































LET THERE BE LIGHT! 


loytech announces new 


GameCube and GBA 
peripherals... 

CONSOLE PERIPHERAL DEVELOPER Joytech 

will launch two new products over the next few V\ , 
months, both of which will appeal to you. First V 
up is the all-new Illuminator Pro. This Game Boy ^ 
Advance light utilises Flouresevision technology to s 
provide a clear view of the screen in any lighting 
condition. We have to say that this is definitely worth 
purchasing. No other GBA light product on the 
market seems to actually work, and £14.99 is a small 
price to pay for Nintendo's lack of foresight. The 
Illuminator Pro comes with two AA batteries, but can 
also run from battery packs and power adaptors. 
Once attached you can still use all of the relevant 
cables such as the GBA-GBA link cable and the GBA- 
GC link cable. Handy that. 

The Illuminator Pro will be available in March, 

Next up is Joytech's answer to the 
GameCube controller. Looking extremely 
similar to the official version, Joytech's 
design differs by having accentuated X and Y I 
buttons, and an improved Z Trigger position. 

If there was one problem with the official 
pad, it was that the Z Trigger wasn't perfect. 

This new design solves that problem. We 
haven't had a chance to spend a lot of time 
with the pad, so we can't say if it holds up 
as well in the long term, but the 
mechanisms in current pads don't seem to V 
wear out like the N64 pads, so this shouldn't 
be a problem. The added bonus is that they 
will be available at launch in purple, clear and 
black at the attractive price of £14.99. 


@ What!? You mean 
you'll actually be 
able to see what's 
happening on the GBA 
screen!? Pull the other 
one, mister. 


THE CUBE EFFECT 

I55UE 3 LLIR5 ED FULL DF FIFD, IT EUETI 
HFFELTED THE PEOPLE UJHDIUCURH CTl IT! 

IT TURNS OUT that we didn't have to do any roving at all this 
month in order to calibrate the effects of Cube issue 3 on the 
nation, as all hell broke loose in the office. We don't know 
about you, but you would've thought that seeing as Steph 
actually works on the mag every month, she'd have become 
accustomed to its high standards. Well, look at the before and 
after pictures, and judge for yourself. A case for Mulder and 
Scully me thinks? We've heard of office monkeys before but 
this probably wasn't what we had in mind. 

A frightfully furry example of The Cube Effect. 



© BEFORE calm design bird ©AFTER mad as a fish! 
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WHAT’S HOT WHAT’S NOT 


A lot of things happen here at Cube Towers - some of 
them we like and some we don't. Here's a look at 
what's bringing us joy and making us mad this month... 


WHAT’S HOT 


Virtua Striker finally comes out and guess what? It's not cack! 
Actually it's quite good. 

Nintendo reveals that nearly all the major arcade developers in 
Japan are working on Nintendo/Namco/SEGA's new TRIFORCE 
technology. The future is extremely rosy. 

Finally, we got our hands on decent pictures of Mario Sunshine as 
well as some solid information. Thank God we didn't have to print 
those dodgy video grabs.. 

The Electronic Entertainment Expo is merely two months away. One 
of the Cube team will get to play all the new games. Who will it be? 
Probably Simon, the git... 


WHAT’S NOT 


It all very nearly went wrong this month. The Phantasy Star Online 
cover looks great right? Well, you should've seen the cover that 
nearly went to the printers. . how you would've hated us., luckily, 
you'll never see it 

StarFox Adventures and Eternal Darkness getting delayed to June. 
And just to rub it in, Nintendo supplies us with all-new movies 
showing just what we're missing out on. Yeah, thanks 

Greedy chain stores demanding that Nintendo raises the 
suggested price of GameCube in the UK. Nintendo is losing 
money on every GameCube it sells, so why should you make a 
huge profit at our expense? You're supposed to make money on 
the software you fools! 

There are already two absolutely dire GameCube titles in the 
European launch line-up. We suggest that you stay well away from 
Universal Studios and Cel Damage. Of course, this is Cube's opinion, 
and it does not necessarily mean that these games are not worth 
buying, or something. 
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What's new on 
the online 
version of Cube? 
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right) there are plenty of experienced gamers who will 
be able to help. 

Over the past few weeks, we've also been asking for 
your input on as many aspects of the mag as possible. 
When we went to interview Miyamoto-san, we asked 
everyone what they would like to ask him. As the months 
go on, this reader input will expand and the Forum is the 
only way in which you can really have your say. As well 
as this, there are the usual updates, including News, 
Previews, Reviews, Wallpaper and Movie Downloads, 
Galleries and Guides. With the launch of the GameCube 
just around the corner, this is the only place to find 
everything you've ever needed to know about the 
gaming industry. 


News 


Features 
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Release List 
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Reviews 
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reviews 


Gallery 

Tips 

Competitions 

Charts 

Forum 
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THE CUBE FORUMS have absolutely exploded this 
month, with people coming from all over the world to 
join in the discussions. Obviously, this month has been 
particularly special because we've been given all the 
launch information, and then there has been the whole 
retail backlash and so on. Needless to say, most of you 
are pretty miffed, but with so many people joining in 
and adding their two-cents worth, you'll be in on every 
new development. Don't have time to check out what 
price everyone is doing GameCubes for, or perhaps 
you'd like to know how to go about pre-ordering a 
machine? Any enquiries you have can be answered by 
someone on the Forums. The Cube team is on there 
every day, and if we can't answer your questions (yeah, 


WITH OVER 7,000 messages posted 
on the Cube Forums in the space of five 
weeks, we think that we're safe in 
saying that it's pretty popular. There 
has never been a better time or place 
to discuss, argue or just read about 
everything GameCube related. 



























































































































TERRITORY 

GAME 

PUBLISHER 

GENRE 

RELEASE DATE 

US 

Dark Summit 

THQ 

Sports 

6 February 

Jap 

Biohazard 

Capcom 

Adventure 

22 March 

US 

MLS Extra Time 2002 (ISS 2) 

Konami 

Sports 

Shoot-'Em-Up 

26 March 

US 

Agent Under Fire 

EA 

26 March 

Jap 

Batman: Dark Tomorrow 

Kemco 

Beat-'Em-Up 

31 March 

Jap 

Rune 

From Software 

Adventure 

March 

US 

Batman: Dark Tomorrow 

Kemco 

Platform 

March 

US 

Bloody Roar 3: Primal Fury 

Activision 

Beat-'Em-Up 

March 

US 

Spyhunter 

Midway 

Racing 

March 

US 

NBA 2K2 

SEGA 

Sports 

Spring 

UK 

Luigi's Mansion 

Nintendo 

Adventure 

3 May 

UK 

WaveRace: Blue Storm 

Nintendo 

Racing 

3 May 

UK 

Super Smash Bros 

Nintendo 

Beat-'Em-Up 

3 May 

UK 

Pikmin 

Nintendo 

Strategy 

3 May 

UK 

Rogue Leader 

Nintendo 

Shoot-'Em-Up 

3 May 

UK 

Burnout 

Acclaim 

Racing 

3 May 

UK 

Dave Mirra 

Acclaim 

Sports 

3 May 

UK 

Crazy Taxi 

Acclaim 

Racing 

3 May 

UK 

Super Monkey Ball 

SEGA 

Puzzle 

3 May 

UK 

Sonic Adventure 2 

SEGA 

Adventure 

3 May 

UK 

ISS2 

Konami 

Sports 

3 May 

UK 

ESPN Winter Sports 

Konami 

Sports 

3 May 

UK 

Tarzan Untamed 

Ubi Soft 

Adventure 

3 May 

UK 

Batman Vengeance 

Ubi Soft 

Adventure 

3 May 

UK 

Donald Duck 

Ubi Soft 

Adventure 

3 May 

UK 

Spider-man 

Activision 

Adventure 

3 May 

UK 

Tony Hawk's 3 

Activision 

Sports 

3 May 

UK 

NHL Hitz 20-02 

Midway 

Sports 

3 May 

UK 

Gauntlet Dark Legacy 

Midway 

Adventure 

3 May 

UK 

Universal Studios 

Kemco 

Adventure 

3 May 

UK 

Batman: Dark Tomorrow 

Kemco 

Adventure 

3 May 

UK 

Tetris Worlds 

THQ 

Puzzle 

3 May 

UK 

FIFA World Cup 

EA 

Sports 

3 May 

UK 

Cel Damage 

EA 

Racing 

10 May 

UK 

UK 

Super Smash Bros 

NBA Courtside 2002 

Nintendo 

Nintendo 

Fighting 

Sports 

Platform 

24 May 

24 May 

Jap 

Flippin' Kirby 

Nintendo 

May 

US 

Virtua Striker 3 ver.2002 

SEGA 

Sports 

May 

US 

StarFox Adventures: Dinosaur Planet 

Nintendo 

Adventure 

10 June 

UK 

Pikmin 

Nintendo 

Fighting 

14 June 

UK 

SSX Tricky 

EA 

Racing 

14 June 

US 

Eternal Darkness: Sanity’s Requiem 

Nintendo 

Adventure 

24 June 

US 

WaveBird Controller 

Nintendo 

Accessory 

24 June 

US 

WWF Wrestlemania X8 

THQ 

Sports 

17 July 

US 

Mario Sunshine 

Nintendo 

Platform 

July 

UK 

Galleon: Islands of Mystery 

Interplay 

Adventure 

September 

US 

Die Hard 

Vivendi Uni 

Shoot-'Em-Up 

September 

Jap 

Gold Star Mountain 

From Software 

Adventure 

September 

US 

Turok Evolution 

Acclaim 

Shoot-'Em-Up 

September 

US 

Harry Potter: Chamber Of Secrets 

EA 

Platform 

15 November 

Jap 

The Legend Of Zelda 

Nintendo 

Adventure 

December 

US 

Metroid Prime 

Nintendo 

Shoot-'Em-Up 

Xmas '02 


MOST WANTED 
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Some big titles are lurking just around the comer 


0 AII the latest shots appear in the galleries. 
It's where Fox would go if he was real. 
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MARIO SUNSHINE 

Despite the news that our plumbing 
buddy's adventure won't be quite as 
epic as we hoped, the latest 
screenshots have filled our hearts with 
that special feeling. Roll on E3! 


And if Mario Sunshine really is that 
short, then we've always got Acclaim's 
Arforio-esque adventure to get into. It's 
looking pretty fine at the moment and 
is in no way small. 


STARFOX ADVENTURES 

McCloud and his team are shaping up 
well, and this may well be THE title of 
2002. You've been calling it 'Zelda 
with dinosaurs' in the Forums, and you 
know what? You're right. 
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Chandra lost it a bit this month. After 
spending too much time with Die Hard 
Vendetta, he seemed to have terrorists 
and hostage situations on the mind. 
After mumbling something about Sub- 
Editor Cyra being captured, he kicked 
the office door down, ripped his shirt 
covered himself in cranberry juice and 
ran off with one of the PS2 lightguns. 
Strange child 
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I DIDN'T QUITE CATCH THAT 

Cube gets its first speech 
impediment-based game! 


HOW DULL LIFE would be without a dose of Donald Duck. 
Thankfully publisher Ubi Soft has realised this and an upgrade 
of Donald Duck Quack Attack will be available on or near the 
European launch. As per usual, the GameCube hardware has 
allowed the developers to run the game in high resolution at 
60 frames per second, with improved textures and new, 
dynamic shadowing for all the characters. 

Along with Sonic Adventure 2 Battle, this will make a 
welcome addition to the platforming side of the launch line¬ 
up. "Kwuickashaqwuaackssquweesheequwwack!" Donald 
agrees it seems... 



BOGEY ON YOUR SIX 

Titus attempts to take our breath away.. 


PS2 DOG-FIGHTER Top Cun: 
Combat Zones will be coming to 
GameCube in June. As with other PS2 
ports such as baml's Driven, feedback 
from the PS2 version will be used to 
make the game that little bit better. 
Improvements will include improved 
level design and game structure. 

Being based on the hit Eighties flick, 
Top Gun allows you to fly as Maverick, 
Iceman, Jester or Viper in eight planes 
on 34 different missions. 

Naturally the GameCube version 
will be super smooth with improved 
graphics. Expect more news and 
maybe even a Studio Eye in issue 
five of Cube. 
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GAMECUBE NEWS 

FINAL 

THOUGHT... 


DONT HAVE NIGH1MARES 


Things that go bump in the night... 


YOU MAY REMEMBER a series of 
games (well, two of them anyhow) 
called Nightmare Creatures. Appearing 
on the PSone, Dreamcast, PC and N64, 
the game took on the form of a third- 
person, Gothic-themed slash-'em-up 
based in 18th Century England. An evil 
scientist Adam Crowley, obsessed by 
biological experiments has unleashed 
hordes of mutant creatures on the 
world and it's your job to stop them. 

The third installation in the series, 
Angel Of Darkness is now coming to 


the Cube. Set in 19th Century Europe, 
the game is based around a young 
heroine, who has the ability to 
transform into three different beasts 
(<Bloody Roar style) when the sun goes 
down. This will enable obvious 
gameplay variations, all leading to the 
final confrontation with the seemingly 
immortal Adam Crowley. 

Nightmare Creatures 3: Angel Of 
Darkness isn't due out until mid 2003, 
so don't expect to see any more on the 
game until E3 in May. 



ONE GAME TO RULE THEM All... 

For months now, the entire gaming 
community has been having a raging 
war of words about the new 
direction in which Miyamoto-san is 
taking the Zelda series. All you have 
to do is glimpse at the Cube Forum 
(cube.totalgames.net) to see how 
varied the opinions are, but it seems 
that a combination of factors may 
see a second Link adventure 
returning to a N64-style adventure 
game after all. 

There can be no doubt that The 
Lord Of The Rings had a huge impact 
on what we expect from films but, as 
always, the film will be brought to life 
as a videogame. Think Lord Of The 
Rings on a console and you have to 
think Zelda. It's the ideal style to 
compliment that type of story. Now 


WHAT’S THAT 

WRAGGY? 

What exactly are Scooby Snacks? 



IT’S A QUESTION that has bugged us 
since we were ickle, but we'll never 
know the answer. To tie in with the big 
screen release of everyone's favourite 
crime-busting canine though (and we 
don't mean K9), Scooby Doo will be 
coming to the GameCube later this 
year. Standard, colourful roaming is the 
genre of the moment, and Scooby isn't 


going to be one to stray too far from 
the mainstream. Worryingly, the game 
looks like it's running on a Dreamcast 
at the moment, so fingers crossed that 
this changes soon. Ha, ha - you can 
already hear the developers saying, 
"Grrrr, we would've gotten away with 
those dodgy graphics if it hadn't been 
for those pesky Cube kids!" 





(while the LOTR trilogy is running) is 
the time for Link to enchant the 
world and Nintendo of America 
knows it. It recently held a survey 
asking which direction the public 
thought the next Zelda game should 
take. Over 60 percent wanted to see 
it take the form of a live-action movie 
(ie LOTR). Only 25 percent wanted an 
animated series, which is the form 
that the current Zelda game is taking. 

Will Nintendo bow to the pressure? 
Well, another survey from Nintendo 
asked which title was most 
anticipated out of WaveRace: Blue 
Storm and 1080° Snowboarding 2. 
WR got the votes and WR came out 
on launch. We'll say no more... 



Will Gannondorf ever look as good 
as this? Only time will tell. 








FEATURE 


Why play with one Nintendo console 
when it's so much better with two? 

RIGHT, HANDS UP those of you who have been smart enough to buy a 
Game Boy Advance (especially since the price has just come down to a terrific 
£60)? Those of you with your hands in the air, well done - you've taken the 
first step into a new realm of videogame interaction. Now all you need 
is a special cable and one of those newfangled GameCube 
contraptions and you'll be well away. As for the rest of you - stay 
behind and we'll see you at the end of the class... 

You see, you should all know by now that one of the highlights of 
the GameCube is that it can be connected up to the Game Boy 
Advance in order to take advantage of all manner of added goodies. 

What these goodies may be depends entirely on the game you're playing 
- it ranges from being able to upload data into your GameCube game 
(which is what we suspect the new Pokemon E-Cards are going to let you 
do), downloading data to your Game Boy Advance in order to let you take it 
with you (as with Sonic Adventure 2 Battle and Animal Forest +) or even use 
the Game Boy Advance as a controller for the GameCube (just like with Kirby 
Tilt 'A/' Tumble 2). Nevertheless, it's this connectivity - and the wealth of 
opportunities that it gives games developers - that makes the GameCube and 
Game Boy Advance so darn special. 

Of course, there are still many questions that you're all probably asking 
each other right now. How tough is it to connect the GBA and GameCube? 
What games work with the Link-Up cable? Why should we even bother? 
Well, don't fret - that's exactly what we're here to explain to you. Just sit 
back and relax as we give you a glimpse into what you'll be experiencing 
very soon indeed.. 









RECIPE FOR DISASTER 

Fancy linking up your favourite games and getting up to all 
kinds of mischief with them? Then here's a rundown of 
exactly what you'll need to get started... 

1. A GAMECUBE 

Well, duh. It doesn't take a rocket scientist to figure out that 
you're going to need one of these at some point. 

2. A GAME BOY ADVANCE 

Again, pretty obvious when you think about it. 

No GBA means no link-up... comprendez? 

3. A GC/GBA LINK CABLE 

The main piece of kit you'll need if you ever want to link your 
GameCube and Game Boy Advance up - obviously, it won't 
work if you just use a bit of string like the tin-can telephones 
we used to have before those newfangled mobile phones 
came along... 

4. THE RIGHT GAMECUBE GAMES 

Right now, the only two that work with the GC/GBA Link 
Cable are Sonic Adventure 2 Battle and Animal Forest + 

(which is probably why we've featured them over the page). 
There will be plenty more in the future though, so you'd better 
, get saving those pennies now. 

5. THE RIGHT GAME BOY 
ADVANCE GAMES (0PT10NAU 

Optional?! 'What does that mean?' you're probably saying. 

Well, you won't necessarily need the relevant game cartridge 
in your GBA to make the most of the link-up feature. Why? 
Because the GBA has a built-in flash ROM that can be used to 
store information like the Tiny Chao Garden in Sonic Advance. 
You won't be able to turn off the GBA (unless you want to 
lose the data) but there is a handy Sleep function that saves 
r on the batteries so you don't have to. Talk about a bargain... 


THEY’RE COMING... 

Of course, there is a train of thought that may lead you to believe that 
the GBA/GC link-up capability is nothing more than a gimmick that'll be 
pushed to one side by Nintendo within a year... just like SEGA did with 
its playable VM Unit memory cards. Not so! The truth is that Nintendo 
has a whole wealth of games coming up that'll be capable of linking to 
their GBA counterparts; by the end of 2002 alone, there'll be six more 
titles available. That's practically half of Nintendo's planned first-party 
releases for the year! 

So far, the onfy titles using the GBA/GC Link Cable are Sonic 
Adventure 2 Battle and Animal Forest + and we've covered both of these 
in full on the next few pages. Right now though, only two more titles are 
known to have the link option: Battle Houshin and Tilt TV' Tumble Kirby 2. 
So what could the others be? Unfortunately, you'll just have to wait until 
the big N announces them in the coming months. Booo! 




EUROPEAN MANAGING 
DIRECTOR, NINTENDO EUROPE 


CUBE: How important do you think that the 
GameCube/GBA link-up is to Nintendo and to 
third-party developers? Is it difficult to make the 
games work together and, if so, will it put 
people off developing for the function? 

DAVID GOSEN: I think one of the 
things that we're very keen to explain is the 
difference between the GameCube and other 
platforms. At the conference, we talked about 
the fact that there are some outstanding titles 
exclusive only on the GameCube, that the price 
is a very competitive price that we expect to see 
in the marketplace and so on. However, one of 
the key attributes of the GameCube is this 
connectivity between GameCube and Game Boy 
Advance, which is a unique asset to Nintendo. 
We see it as a key differentiator and SEGA has 
been very bold to make this first step; a recent 
announcement from Japan declared that, in the 
future, more than 50% of Nintendo's games for 
GameCube should include connectivity between 
the two platforms. As for how difficult it is to 
develop for the link-up function, I think that it 
would be a great question to ask Naka-san 
when you get the chance to talk to him. 








FEATURE 



©LinH-UP EHHIBIT #1 

SONIC ADVENTURE 2 BATTLE AND SONIC ADVANCE 



“THERE IS A TRAIN OF 
THOUGHT THAT MAY LEAO 
YOU TO BELIEVE THE LINK-UP 
IS A GIMMICK” 


STEP THREE: From the menu, 
pick the port that you've got your GBA 
plugged into - you won't be able to 
miss it because they'll be a big picture 
of a GBA next to it Watch the GBA 
screen to see your Chao being dropped 
into the Tiny Chao Garden via the 
chute... and that's it! Now you can have 
fun with your new portable friend. If 
you haven't got the Sonic Advance cart, 
you'll have to wait around 15-20 
seconds for the data to be downloaded 
onto the flash ROM inside the GBA 
before you can play. Whatever you do, 
DON'T turn the GBA off! Remember to 
use the Sleep function instead if you 
want to shut the game down... 

STEP FOUR: Bringing your Chao 
back from the Tiny Chao Garden is just 
as easy - repeat the process as before, 
only this time step on the big red 
button of the Chao Transporter while 
empty-handed. You can now select the 
'Pick Up' option; use it and select 


WHILE WE’D LOVE to show you exactly how the GameCube and Game Boy 
Advance versions of Sonic link up ourselves, we thought it'd be better if we let 
the man behind the games (yep, Yuji Naka himself) demonstrate them to you 
instead. Gosh, isn't he just the nicest guy? 


GameCube. If you don't have the 
Sonic Advance cartridge, don't panic - 
just switch on your GBA and leave 
it running before going back to 
the GameCube. 

STEP TWO: Pick up the Chao 
you wish to transport to the Tiny Chao 
Garden and head for the Chao 
Transporter in the corner of the main 
garden. Stand on the big red button to 
drop the Chao inside - you'll be taken 
to the main transporter menu, from 
which you can choose the 'Drop Off 
option. If you're using Sonic Advance as 
well, you may already have a Chao in 
the Tiny Chao Garden; you can only 
have one in the garden at a time, so 
you'll have to remove it using the 'Pick 
Up' option first. 


STEP ONE: Make sure your 
GameCube and Game Boy Advance are 
linked up correctly, then using the 
GameCube select the Chao Garden 
from the Stage Select screen. Now use 
your Game Boy Advance to enter the 
Tiny Chao Garden to complete the link 
- if done properly, a large chute will 
appear on the GBA screen and you'll 
be told to continue using your 



which items you wish to bring into the 
main Chao Garden (that includes any 
rings, eggs or fruit you earned on the 
GBA) and then hit 'Pick Up' to 
complete the trade. Up the chute they'll 
fly and into your Chao Garden... yay! 


WHAT THE 
UNK-UP OFFERS 


The fact that you can transfer your Chao to 
and from the Tiny Chao Garden means 
you'll always be able to nurture and 
develop it no matter which console you're 
playing. In the GameCube game, you can 
give your Chao animals and Chaos Drives to 
boost its stats. Collecting rings in Sonic 
Advance, however (by completing levels 
and playing the two mini-games in the 
garden), allows you to 'buy fruit for your 
Chao to eat as well as goodies for it to play 
with (such as a trumpet a rubber duck and 
even a television) and eggs from which to 
hatch rare-coloured Chaos. Also, having your 
Chao in the Tiny Chao Garden is an easier 
way of making them evolve; the longer they 
spend in the garden (and the more you 
transfer them), the faster they'll do it when 
you return them to the GameCube garden. 
Finally, you can transfer all the rings, fruit 
and eggs that you earn in the Tiny Chao 
Garden into the main Chao Garden - a fast 
and efficient way to help develop your Chao 
and create new ones at the same time! 





























































THE STRONGEST LINK 


©LinH-UP E'HHIBIT 

ANIMAL FOREST + 


THE WORLD OF Animal Forest + 
might seem big enough on its own, but 
when you link it up to your Game Boy 
Advance there's a whole wealth of new 
options for you to try your hand at... 


STEP TWO: Depending on what 
you're looking to do on your GBA, 
you'll need to head for either the 
docks of the island or the Able Sisters' 
Clothing Store. 



STEP ONE: Guess what? You 
don't even have to own the Game 
Boy Advance version of Animal Forest 
to use the link-up features (which is 
handy, considering we couldn't track 
one down for love nor money). 
Simply plug your GBA into the 
GameCube using the link cable and 
switch it on - now all you have to do 
is turn on your GameCube and load 
up Animal Forest + as normal. 


If you want to visit an entirely new 
island that's exclusive to people 
linking the GBA to the GameCube, go 
to the dock - you'll find that there's 
now a boat waiting for you. Jump on 
board and you'll be taken to a distant 
tropical island where a mysterious 
creature lives; it's random what form 
it takes, but we had a female duck. 
Taking items with you (such as fruit 
and other goodies... try planting 
trees for example) and leaving them 


Here's the GameCube island and it 
looks identical on the GBA. Woo hoo! 

to download the island to the flash 
ROM on the GBA so you can take it 
away with you. 

^ If you're up for a spot of painting 
and decorating, head over to the 
Able Sisters' Clothing Store in the 
south and talk to them about 
creating some of your own designs. 
Doing this on the GameCube will 
cost you money but if you've got 
your GBA linked to the game, you 
can download the paint program to 
the flash ROM and do it for free. Just 
ask the sisters about it and you'll 
soon have your very own 
design kit! 



there is beneficial for later on. Once 
you've explored to the 
full, you can jump 
back on the boat 
- before it 
leaves, you'll 
have the chance 



WHAT THE LINK-UP OFFERS 


The focus of the Animal Forest GBA/GameCube link-up is all 
about expanding what's available to you in the GameCube game. 
For starters, using the paint program from the Able Sisters' 

Clothing Store on the GBA allows you to create a wealth of your 
own customised designs - these patterns can be applied to nearly 
anything in the game that you own, from wallpaper in your house 
and the clothes you wear to even the items that you carry. 

Even better though is the additional island that you can 
download directly to your GBA Once downloaded, you can take 
control of a cursor overlooking the island - this can be used to 
'guide' the creature (but not directly control., well, they are their 
own person) around the place. You can feed them fruit and give 
them gifts, for which you'll get money and other previously 
unavailable items in return. The better the gift or rarer the fruit - 
especially if the fruit isn't found on the island, which is why 
planting trees when visiting in the GameCube version is a good 
idea - the more you'll get for it. When you're done, you can plug 
the GBA back into your GameCube and visit the island again to 
collect all the good things you've earned. Great! 

Of course, these are just two of the available options... no 
doubt there are more uses for the GBA/GameCube link-up 
in Animal Forest +, although we're yet to discover them. 
What's more, there's also a GBA version of Animal Forest on 
the way - what's the betting that you'll be able to link the 
two games up, eh? 
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power of Greyskull! Or 
something. 

Pious turns to the dark side after 
completely losing his sanity to 
the Ancients. This happens as 
part of the storyline and the 
L resulting complications will see 
L you lowering yourself to the a 
level of a Devil's servant ^ 


SCREAMS IN THE NIGHT 




GAMECUBE: THE REAL EMOTION ENGINE. 

The voice acting and facial expressions in ED are among the best we've 
ever seen. When the Squire starts screaming, you WILL believe that 
something is seriously wrong. Whoever it was that did the voice-over 
was obviously quite disturbed. Matching the voices are the characters' 
facial animations. As you can see from these screens, the fear on his face 
is extremely lifelike and this immerses you into the game even further. 


Why are we waiting, we are ... 


ETERNAL DARKNESS 

HSANITY’S REQUIEM 


©inFDRmRTinn 


PUBLISHER: NINTENDO 


DEVELOPER: SILICON KNIGHTS 


PSYCHO HORROR 


PLAYERS: 


PERCEnTHEE CDmPLETE 


RELEASE DATES 


2^1 |1 


Well, the delay is certainly in keeping with the game's sanity theme... 


© Alex's head follows the path of 
the nearest enemy or sound. 


“THE DARKNESS COMES... it will damn 

us all!" After months of waiting, Nintendo 
finally releases a new movie of Silicon 
Knights' much-anticipated title, featuring an 
18th-Century Squire screaming his head off 
like a man possessed. If Resident Evil fails to 
scare you, this certainly won't. 

Originally intended to hit the shelves in 
December, ED has now slipped twice, and 
this may happen again. Now destined for a 
24 June launch, ED has to be one of the 
most ambitious titles on any of the current 
consoles. Taking the form of a third-person 
adventure, you will assume the part of up to 
12 characters over a period of 2,000 years, in 
an attempt to defeat the rising Ancients and 
their cult following. The amount of research 
and attention to detail that has gone into 
each period of history is astounding - the 
team's ultimate vision for the finished game 


really is special, but it's so ambitious that the 
game is having to be constantly delayed. It's 
lucky then that Silicon Knights is a Nintendo 
second-party developer, as any other 
publisher would've released it by now. 

On first appearances, ED looks strikingly 
similar to Resident Evil, especially in the Alex 
levels (set in a mansion, Alex wonders 
round with a shotgun). This simply isn't the 
case, but you won't appreciate this from a 
quick playtest and this accounts for some of 
the negative press that the game is getting. 
ED doesn't work as a demo pod game, but 
being some of the few people in the world 
who have had a proper sit down with the 
game, Cube can say that this will be very 
special. Just trust us. Sorry people, but we 
really can't say much more until Nintendo 
lets us illustrate the point with 
new screenshots. 























Top 20 Chart Tones 


1. Because I Got High-Afromar 5603 

2. Can't Get You Out CH My Head ■ Kyle 5536 

3. Hey Baby-DJOto 5767 

4. Closer To Me-Five 6125 

5. What Would You Do?-City Hgh 5546 

6. One Night Stand - Mtsteeq 6103 

7. Tm A Slave 4 You - Britney Spears 5782 

8. You Rock My Wbrid-Michael Jackson 5763 

Don't Need The Sir To Shre - Gabnetle <3> 6205 

10. Smooth Cnmral - Aben Art Farm 5742 

11. You Gotti Bad-Usher 5751 

12. Family Aftar - Mary J. Blge 5541 

13. In The End-Union Park 5610 

14. Cham Reaction - Steps 5798 

15. Flavrtess • The Ones 5619 

16. Folow Me - Uncle Cracker 5417 

17. Chop Suey - System Ot A Down ® 6164 

18. Rock The House - Gonllaz CD 5811 

19. I’m So Crazy - Par-T-One CD 6206 

20. We Fit Together-0 Town_ cg> 6207 


This Week’s New Releases 
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5640 BATTER UP - NEUY ST LUNATICS 


5646 MUMAMMCD AU FAITHLESS 
5549 WHO EDCASf AND SWEET* MIE 
5661 SWEET REVENGE THE SPOOKS 
5063 VA MAMA FATBOY SIM 


CAN’T FIND 
WHAT YOU 
WANT? 

name your favourite 
artlst(s) and we’ll 
tell you all the tones 
wevegotbythem TH£ M0NTH 
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^ CODE 4690 


TONES OF TO WEEK 

6067 Laurel & Hardy 
3548 The Great Escape 
1836 The Rack (Wrtsding) 
0099 The Muppets 
4850 B8C Cricket Theme 
6060 Bart Necessities 
(jungle Book) 

0013 Beverly HMi Cap 
5317 joe 90 
5061 Dambusten March 
4860 PuipFktwn Theme 
0005 Walt TIms Way ■ 


0132 Simpsons Theme 
1576 Who Let The Dogs Out 
0025 jvnts Bond THttoc 
0221 Match of the D«y 

AA/P ii-I-rJ_ 
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♦WITH TONES & GRAPHICS 
♦♦TEXT MESSAGES FROM 50P 
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LIVERPOOL STAY TOP!!! JUST!!! 

1. NEVER WALK ALONE UVWOOL 

3545 

2 . SIMPLY THE BEST ■ IANGBB 

S30S 

2 FIELD5 Of ATHENRAY - CBIK 

3547 

I 3 MARCHING ON TOGETHER IHOS UTD 3S41 

4. Z CARS EVERTONWATTORO 

3546 

S. SAILING MILUVAU 

5294 

5. CITY TIL 1 OR -CITY 

3540 

6 WILD ROVER RACK8URN 

sHi 

7 HUE IS THE COLOUR - CHELSEA 

4140 

& GLORY. GLORY • MAN UID, SPURS 

4134 

| 9 WHO LET THE DOGS OUT LIVERPOOL 1576 

1 10. MULL Of X INTYRE CHARITON 

0221 

111 GLORY GLORY MAN UID. SWRS 

4134 

1 12. 8UKMOOR -MANdlY 

4130 

1 13 VWOALOO ENGLAND 

1514 

1 U. r-M FOREVBt ILOWMG. - WEST HAM 3S43 

1 15 THE GREAT ESCATE SHEF WEDNESDAY 3Stt 

I 16. GLORY. GLORY MAN UTD SPURS 

404 

I 17 OAYOREAM KUEVER SUNOERIAM 

9 4132 

I 11 KEEP RIGHT ON BIRMINGHAM CITY 

4137 

I 19. LAND Of MOPE/GLORY ENGLAND S2S1 

I 21 WICN THE SAWT5 .. SOUTHAMPTON 3544 1 

1 22 MATCH Of THE DAY THEME 

0221 

|U. NAY NAY NEVER 8URNUY 

4118 

1 24. RULE MfTTANM BR5T15H TEAMS 

0126 
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CHART PRE RELEASES 



5445 DO TOO LOVE ME MADAMOC&ELLi 
5430 I PONT KNOW WHY - TNI HONTTZ 
5433 I WAS MADE FOP LOVING TOO AMASTAOA 


5NB ON VtAM - FOXY Bl 
5460 PLATA* GON PUT 3LW 
•142 - - 



H PANTHER 
0128 SCOOBY OOO 
0130 SESAME STREET *** 


CASTLES IN TNI SKY IAN VAN DAHL 


HEAVEN IS A MALfPiPf OPV 

I’M ALL ABOUT YOU - OJ LOCK 

HELP ME I'M A FISH UTTIE TREES 

ETERNAL FUME ATOMIC EITTTN 

LITTLE L JAMIROOUAi 

P URPLE MU* • 012 

GET UP ANO STAND UP BOB MARIE' 


5272 

BIX 

3732 

3722 

3721 


IT ON YOU - DT2 

CLINT IASTWOOO - GOMLLAZ 

CHANGES - TP AC 


m 2 _ 

3723 PIANO LOCO - DJ LUCK 
47SO 


NEW THIS WEEK! 


WtiOW TNI WOP TV THEME 

6078 

BUGSY MALONE 9000 GUTS 

6068 

HI HO HI HO SNOW WHITE 

8072 

HI MAN - TV THEME 

8148 

BACK 10 THE FUTURE 

1148 

BLUE PETER 

•147 

OOGTAJMA H 

8148 

HE-MAN 

8148 

MMHE AND AWAY 

6160 

JRWU HX IT 

1161 

MEW FILM 1 

LAUREL 1 HARDY TV THEM! 

8067 

Z* A IB BOO BAN 08SMEY THEM 

I 8088 

BUTTON MOON • TV THM 

6080 

GRANGE MLL TV THEME 

8083 

TOM 8 JERRY - TV THEME 

8086 

BRAVTHIART IKM THEME 

•078 

LORO Of THE RM68 (PART 1) 

8080 

THE GOOD, THE RAO R THE UGLY 

4864 

BABY ELEPHANT WALK HARATI 

6481 

CHM CRN CHEREE MARY POPPM 6403 


ONLY F0018 UNO HORSES 
RAGGY DOLLS 
THE SMURFS 
WMftHE THE Pi 
ENTER THE 
TMZAN 


<S» 


•162 

1163 

1164 
1179 
1172 
8178 
6160 

RlCIt STMT 6169 

NAPPY BIRTHDAY TRADITIONAL SONG6076 
TIE HUNK MARCH 8078 


002S JAMES BOND 
0187 JAMES BOND 
DOCTOR NO 
0043 EASTENDERS 
0065 HALLOWEEN 
0094 MISSION IMPOSSIBLE 
0101 HAVE I GOT NEWS 
FOR YOU 

0132 THE SIMPSONS 
0151 STAR WARS 
0152 SUPERMAN 
1516 CHARLIE'S ANGELS 
0157 TITANIC ★★★ 

0013 BEVERLY HILLS COP 
4780 BEWITCHED 
S298 ROBIN HOOD 
0035 DALLAS 
0044 THE ENTERTAINER 
(THE STING) 

0047 EUROVISION 


0166 

0199 

4857 

4858 
4B59 


BENNY HILL * ★ * 
INDIANA JONES 
LIVE AND LET DIE 
LOST IN SPACE 
THE PROFESSIONALS 
PULP FICTION * ★ ★ 


4863 

4864 

4865 
4680 

4682 

4683 

4684 

5265 

5266 

4685 
4687 
4690 
4830 


THE ROCKFORD FILES 
STARSKY 8 . HUTCH 
TOP GUN 

WALACE & GROMIT 
AIRWOLF - TV THEME 
BIPERTY 
BOPCRTY BOO 
BLACKADDER 
BLADE RUNNER 
FRIENDS 

JAWS *** 

BUG'S LIFE 
CHARIOTS OF FIRE 
MAGIC ROUNDABOUT 
LOVE IS ALL AROUND 
4 WEDDINGS 


5061 OAMBUSTERS MARCH 
0153 THE SWEENEY 

4826 THE MAGNIFICENT 7 

4827 STAR WARS 
(PHANTOM MENACE) 

4828 RETURN OF THE JEDI 

4829 THE SAINT * * * 
5420 PICK A POCKET 

OR TWO - OLIVER 

4846 BUFFY/ VAMP SLAYER 
4844 STAR TREK 

4847 THE A TEAM 

4848 BLIND DATE 

4849 CORONATION STREET 

4850 BBC CRICKET 

4851 DAOS ARMY 

4852 EYE OF THE TIGER 

4853 FATHER TED 

4855 HAWAII SO ★ ★ ★ 

4856 THE ITALIAN JOB 
5250 DAWSON S CREEK 


Wrestling Tones Si Logos 


UP WHERE WE BELONG 
OFFICER t GENTLEMAN 6412 

SPEAR SOFTLY THE GODFATHER Mil 

WHERE EAGLES OARf HIM THEME 6472 

WHOLE NEW WORLD ALADOM 6424 

F I WERE A RICH MAN FWOLER RE 6387 
SliGlir N THE RAH - MUSICAL Mil 

JESUS CHRIST SUPOSTM M18 

OR WHAT A BEAUTIFUL M M —G M1B 

THE TNE WARP ROCKY HORROR M21 
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3485 KANE 

3480 KURT ANGLE 

1839 RAW 
1836 THE ROCK 

3481 STONE COLO 
STEVE AUSTIN 

1840 TOO COOL 

3482 TRIPLE H 

3484 UNDERTAKER (NEW) 
4835 IT JUST FEELS RIGHT UTA 


More Films/Tv 


0117 POPCORN THEME 

5364 STAR FLEET THEME 
5371 THE WALTONS THEME 
4681 AVENGERS THEME *** 

AMERICA -(WEST SCE STORY) THBWE 
00IS BABYLON 5 THEME 
—8 MO NTY PYTHON'S FLYING CIRCUS 
0075 ITCHY ANO SCRATCHY 
• THE SIMPSONS 

5360 BATTLE OF THE PLANETS • THEME 

5361 CAGNEY 6 LACEY THEME 


4836 I'VE GOT 17 AU 
BILLY GUNN 

4837 MEDAL KURT ANGLE 

4838 OUT OF THE FIRE KANE 

4839 PIE THE ROCK 
6 SUCK RICK 

4840 SHOOTER 
CHRIS BENOIT 
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SMK MUSIC TO NATCH THE OR* GO BY - ANOY WILIAMS 


1513 ST4M_ 

ISIS THE REAL SUM SHADY 
1579 THE WAY I AM 



ITS AS EASY 

AS 1,2,3. 

1. Call the 
number above 

2. Quote the 
4-digit code 

3. Receive your 
selection 

— immediately!! 
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Join our EXCITING 
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DESPITE THE FACT that real-world 
football is still dominated by teams from 
Europe and South America, it's our 
Eastern cousins who stand head and 
shoulders (metaphorically, obviously) 
above the rest of the world in terms of 
its virtual counterpart. Konami's ISS 
series (despite not selling as favourably 
as EA's FIFA brand) has long been 
considered the fans' choice and the 
finest console representation of the 
beautiful game. [Mexican wave starts] 
However, what we must stress is that 
Konami has two separate development 
houses, each of which has quite a 
different reputation when it comes to 
soccer titles. Take the PS2 market for 
instance: Konami's boys from Tokyo 
(KCET) were behind the incredible Pro 
Evolution Soccer and it's the Osaka- 
based team (KCEO) that were 
responsible for the nowhere-near-as- 
stunning launch game, ISS. Unfortunately 


for us, it's the Osaka team (birthplace of 
the SNES and N64 versions) who've 
been given the reigns for the GameCube 
incarnation. [Mexican wave peters out] 

Don't toss your ticker tape away just 
yet though, it's not all doom and gloom. 
Forgoing, as it does, the ultra-realism of 
Pro Evo, ISS2 will sport the kind of 
intuitive control system and in-game 
mechanics that'll bring a rather wide 
smile to the faces of arcade footy buffs 
who still appreciate the detail evident in 
more 'stuffy' simulations. 

Couple this more lightweight but 
accessible engine with the FlFpro licence 
(which allows for real player names), a 
variety of competitions including the 
Americas Cup and an International 
tournament (which is basically the World 
Cup) and you end up contemplating a 
game with both depth and instant 
playability - two factors which 
should not be sniffed at. 


© It might be all friendly now, but 
you wait till it kicks off! 


Konami laces up for its first kick about on GameCube ... 
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ISS2 


PUBLISHER: KONAMI 
DEVELOPER: KCEO 


PLAYERS: 1-2 (POSSIBLY 4) 


PERCEnTRGE CDmPLETE 




RT-R-ELRnCE 
IFIFPRO LICENCE 

\ EDIT PLAYER OPTION 


wmrr. .*V«WC*.r.w 




<0 


Dead ball situations are now 
more complex than ever. 


ARCADE GAMEPLAY 


■ ATMOSPHERIC CUT-SCENES 


■ RECOGNISABLE PLAYERS 
RELEASE DATES 




What better time for a footy game to come from 
Osaka than in the run-up to the 2002 World Cup? 































01! BALDY 


ISS o«e ,s 

ttn buies< 
you * 


“KONAMI 1 ! 
LONG 


AND 


OF THE BEAUTIFUL GAME 


IT’S OF THE 
ESSENCE 

A nice touch towards the end 
of a game sees a brief cut- 
scene of one of the 
linesman indicating 
just how much 
extra time there's 
going to be. 


IJ 


>rWAMI 


"What, hold on a minute, ref! Oh, 
damn, game over." 


ISS does incorporate the FlFpro licence (the 
footballing Trade Union licence, which entitles 
Konami to use various real player names), but 
unfortunately some player names still remain 
annoyingly misspelt. Solution: recreate them 
in the Edit Player mode. You can alter names, 
faces, physical abilities and even boot styles. 


1 1/1/1/ 1/ 1/ 

1/ 1 

fact t/ea 

io 1 

face line 

3 1 

fane colour 

* 1 

Beard type 

1 

3aard coour 1 

Hair type 

6 j 

Hair colour 

• 

0* 


A comprehensive Replay mode will allow you to 
really wallow in your skill. Show off. 


konami 


to jy N i 

K Nxhanri 
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THINKS. 


Players will not only look like their real-life 
counterparts, they'll play I. 


FIRST IfTlPRESBIOn 


■ This looks to be a vast 
improvement over PlayStation2 
ISS - a game that received a less 
than lukewarm reception on 
Sony's console. The difference 
here, thank goodness, is in the 
gameplay; ISS2 delivers a wholly 
more playable, and thus more 
enjoyable, experience. You 
shouldn't expect it to blow you 
away (that's the stuff of the 
Tokyo team), what it will do is 
act as a decent alternative to a 
flagging, if unoffensive, 

FIFA franchise. 


r like them too! 
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PUBLISHER: THQ 

BLUE SHIFT 
US 

SPORTS 

1-2 


WEATHER PERMITTING 






40,258 


Another BMX game.. 


The arenas are auite varied and include levels 


such as this underwater dome. 


Each level is filled to the brim with life-threatening obstacles 
such as swinging spikes, holes in the ground and - most 
impressively - lightning strikes. One of the levels has a huge 
church in it the spire of which acts as a large conductor for 
the lightning. The electricity bolt then jumps and strikes the 
player wherever they are in the level. 


Can THQ provide us with something 
other than Dark Summit on wheels? 

DO WE REALLY need another BMX game? Dave Mirra 2 wasn't 
everything that it should've been, but it was enjoyable and the 
world isn't exactly crying out for anything more. Toxic Grind is 
slightly different though, in that it is mission based - much like 
Dark Summit. In fact, Toxic Grind is quite simply Dark Summit 
with BMX bikes. 

In 2097 BMXing is outlawed, and offenders are killed off by 
way of an extreme game show. The levels are taken from many 
different time periods, ie Sherwood Forest, the ancient Roman 
Coliseum and an underwater cave. Some of the renders look 
very nice but, to be honest, the in-game graphics are drab, blurry 
and lifeless at the moment. The game is still quite early on in 
development, but if the graphics don't improve 
considerably, we'll be very disappointed. 


TOXIC GRIND 
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Up to 20 titles 
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tUASh DATE 
I 3 rd MAY 


GAMESTATION 


OPENING HOURS 

MONDAY FRIDAY: 9 OOem-8 00pm 
SATURDAY 9 00am -5 00pm 


VISA 


TO SHOP AT GAMESTATION... 

WHEN ORDERING PLEASE QUOTE REF NO : CB 04 


CALL FOR YOUR NEAREST STORE: 0870 876 1444 


OR IF YOU WOULD PREFER TO ORDER BY POST PLEASE MAKE YOUR 
CHEQUE/POSTAL ORDER PAYABLE TO. GAMESTATION' AND POST IT TO 



• First person shooter. 

• Full 3D smooth scrolling. 

• Digitized stereo sound effects. 

• Multi-player (4) mode with Link cable. 

• In-game adjustments for screen brightness. 

• One player Death Match against three robots. 

• In-game adjustments for player rotation speed. 

• EEPROM back-up to save two separate games. 

• FMV (full motion video) introduction. 

• Smoke and transparency effects. 

• Too many adversaries to count. 

• Twelve levels to infiltrate. 

• Nine unique weapons. • In-game speech. 


10 Atari Jaguar 

- Mew Boxed Set With FREE Game 


£ 24.99 0 coq qg 

Scart Version or fc. 4 SI. 5 ltf 

Including Scart Lead 
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it Com*'IF Bcred Unit 




£24.99 


wRl PSone Console 

mwith 2 Games £89.99 

In Stock Now 

GameBoy 

Printer Paper 

£ 15.00 For 6 Rolls 
GameBoy Printers Now In Stock 

STEERING 

64 WHEEL*PEDAkS*T AW 

»■! With Rumble Force Action 
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-/ & 
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Products 
Only 


ItLEGAMES 
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Y0UH MISSION AS AN IRON SOLDIER 
PILOT OF TH£ UNITED REPUBUC IS TO 
MINIMIZE PENW FORCES AND PRO- 
TECT THE POPUUtCE IN A ONE MAN 
MM PENTIUM OF THE 
WORLD RESTS ON YOUR SHOULDERS'. 


GB Advance Back Track* 
GB Color ‘Rhino Rumble* 
GB Color ‘Yars’ Revenge* 
GB Color ‘Shamus' 

GB Color ‘Towers* 

PlayStation lron Soldier 3* 
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SNK-Neo Geo 
Console Offer 
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Heroes 2 M 
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SPECIAL OFFER: GameBoy Pocket and Color Car Adapters Only £2.00 




£2 6 O .00 


* -v Personal callers welcome at our shop at Kilby Bridge Order Processing. Post & Insurance - 

(TELEGAMES) extra charge. Order with confidence from the largest stockists in Europe. Send SAE for 

Vs --- * game lists. (State system(s) required). Kilby Bridge. Wigston. Leicester LE18 3TE OPEN: 

Mon - Sat 9am - 6pm Sunday 10am - 1pm Tel (0116) 288 0445 Fax (0116) 281 3437 - Email sales@telegames.co.uk 

FULL LIST/OFFERS ON OUR WEB SITE: WWW.TELEGAMES.CO.UK 

New Telegames Releases Now Available From or 
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RESIDENT EVIL 



RT-R-EL-RnCE 
REMAKE OF THE ORIGINAL 

[disgusting ENEMY CREATURES 

HAIR RAISING MOMENTS 

IlNSANELY DETAILED GRAPHICS 


■ EXCLUSIVE TO GAMECUBE 
RELEASE DATES 



RESIDENT EUIL 



With merely weeks to go until the evil is unleashed, 
Cube takes one final look before judgement is made. 


BY THE TIME you read this, the GameCube's 
first survival horror will be on its way to 
Japanese retail outlets. The last few months 
have literally dragged by, but the wait is 
nearly over. Despite this, Capcom still hasn't 
revealed any significant new information 
about the latter half of the game. Over the 
past few months we've learnt that there will 
be a whole new Racoon Forest section to the 
game. We have also learnt that there will be 
many additional rooms in the mansion and, 
just recently, Capcom informed us that 
Rebecca Chambers will be a third playable 
character, but nothing more is known. It turns 
out that even after the game is released the 
Japanese publisher won't be saying a word. 


Its reasoning? Resident Evil is all about fear, 
suspense and the unknown. If you know 
what's coming, it will detract from the 
experience. It may mean that you'll have to 
wait just that little bit longer to find out what 
happens, but when you do finally get to play 
it, you'll thank Capcom for holding back. So, 
the rumours of brand-new enemies, weapons 
and bosses will stay rumours until the game 
comes out. Even then, we're not going to 
reveal too much about the game - that just 
wouldn't be fair, would it? 

Even though we haven't had a chance to 
play the game in its entirety, let us assure you 
that Resident Evil IS a triple-A title. 

We can hardly wait... 


















THINKS 


FIRST imPRESSIOn 


As far as new titles are 
concerned, it's been a bit slow 
since Christmas. Port after port 
after port... but Resident Evil 
marks the start of great things 
on the GameCube. Along with 
Animal Forest, this will be the 
first title (since the big launch 
games) that has really excited us 
games players. Lights out, big TV, 
surround sound, food, Resident 
Evil. We're happy, thank 
you very much. 1 • ^ 


FRD1T1 THE H1RHER5 QF 


□EVIL MAY CRY 


■ Think Resident Evil, but 
with more action and 
pace than ever before... if 
you’re gagging for a great 
game, you've got one! 


TQTALGAMES.NET RATING: 9.1 


IRL! 


CHAMBERMAID SIR? 


It was difficult to see just 
how Capcom would manage 
to fit 70% more gameplay 
into the game, but with the 
news that Rebecca Chambers 
will be a playable character 
with her own storyline, we're 
beginning to understand. 

Rebecca turned up in the 
original game when you 
played through as Chris. 

She's a S.T.A.R.S. medic who 
gets separated from the team 
before they even get into the 
mansion. As such, she isn't 
much good to the rest of the 
team, but playing as her will 
give you access to plenty of 
healing items. The downside 
is that she is slight of build 
and quite weak when 
compared to Chris. Playing 
as her will certainly require 
completely different tactics, 
which will hopefully lead to 
some pretty interesting 
gameplay options. 
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HOME 


KING 
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HOME 


RUN 


KING 


PUBLISHER: 

SEGA 


WOW ENTERTAINMENT 

ORIGIN: 

JAPAN 


SPORTS 

PLAYERS: 

1-2 


And it's over the back wall! 


SEGA really knows how to do things 
properly, doesn't it? 


© Yeah, yeah - show 
off by looking in the 
wrong direction. We'll all 
be laughing when you 
run into that wall. 


© There are tons of 
pitching and batting 
options on offer... even 
though all you have to 
do is hit the ball. 


PERLEnTRbE 


camPLETE 


RELEASE 


DATES 


AS THE SAYING goes, # lf you want something done properly, do it 
yourself - such is SEGA's attitude these days, it's actually chosen to 
develop a baseball game from within rather than bringing in an 
outside developer. The truth of the matter is that Home Run King 
looks incredible; the level of detail and the picture-perfect animation 
make this one of the best-looking sports games around. Of course, 
the problem that it's still just baseball is quite evident and that's why 
we'll be happy to give you the full skinny when we review it next 
issue - it's got everything you could ever want from a 
baseball game, so it might just be your cup of tea after all. 


No... not 
another one! 


ali-siar , 

BASEBALL 2003 1 


Acclaim just keeps on coming back for more... 


© Honestly, couldn't this guy have 
had a shave before he came out? 


CL 
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ALL-STAR BASEBALL 2003 


PUBLISHER: 

DEVELOPER: 

GENRE: 

PLAYERS: 


ACCLAIM 

IN-HOUSE 

US 

SPORTS 

1-4 


PERCEnTRGE CDmPLETE 



JUST SLIPPING THROUGH the net for 

review this issue was Acclaim's latest 
GameCube release, All-Star Baseball 
2003 - not surprisingly, it's the sequel to 
ASB 2002, which came out not four 
months ago. What is surprising though is 
that Acclaim has actually made a 
number of additions and improvements 
this time round; there's tons of 
stadiums, a trivia section, trading cards 
and even team mascots to be seen. Yep, 
all worthwhile additions that have 
absolutely nothing to do with the actual 
game itself... marvellous. Needless to 
say, we'll be giving this the once over 
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next month, so stay tuned and get those 

__— A « 

TBA 

TBA OUT NOW 

you're going to need them. ^ I : ^ 













The power will be unleashed on £ 22 ? March 18th 2002 
Available to buy on DVD now at 

GAME 



www.akira2002.com 
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So Nintendo hasn't outlined its 
online strategy... who cares? 
That hasn't stopped the 
geniuses at Sonic Team bringing 
us one of the greatest 
multiplayer RPGs ever made... 


WHEN ONE OF the top games developers in the 
world comes up with an entirely new game, 
gamers around the globe tend to sit up and take 
notice. Such was the case with Sonic Team when 
they released Phantasy Star Online for the 
Dreamcast; being one of the first console games 
to demonstrate online adventure gaming, it 
wowed almost everyone who played it and built 


up a cult following. Of course, it's customary 
when a game does well for it to be ported across 
to other platforms - such is the realm of big 
business, after all - and Phantasy Star Online is 
no exception. This is no straightforward 
conversion though... oh lord, no. Sonic Team is 
taking every minute they have between now and 
the release of the game to improve it beyond 

























"IT’S THIS SIMPLICITY THAT MAKES PSO EASY TO 
GET INTO - IF YOU'VE NEVER PLAYED AN RPG 
BEFORE, THIS IS A GOOD PLACE TO START” 



MISSION: 

POSSIBLE 


MORNING 

MONEYPENNY 


THEM'RE OUT TO GET VGU 


GETTinG DDLUn TD BUEinEGG 


■ Completing a mission isn t easy - even 
the very early missions in the Forest area 
require you to fight your way through a 
horde of monsters after your blood. Usually 
you'll have to dear an area of enemies 
before you can progress to the next.. 


■ Accepting a mission will cause people 
to appear near the Hunter's Guild desk 
that will assist you along the way. They 
may give you valuable information or 
even come with you . . although you'll 
have to protect them if they do. 


■ Before you leave the Pioneer 2, you II 
need an actual reason to do so - that's 
why nipping in to collect a mission from 
the Hunter's Guild desk is essential. Have 
a chat with the lovely lady behind the 
desk and choose from the list... 


A 






PREVIOUS 


FRDfTl THE mRHERE DF„. 


SONIC ADVENTURE 
2 BATTLE 


■ If you absolutely 
need a decent platform 
game right now, this is 
the one to go for! 


TOTALGAMES.NET RATING: B.5 


NE 


compare. The result? More characters, more 
levels, more monsters... and even a four- 
player mode to boot. Could we possibly ask 
for any more? No, don't answer that... 

Although it takes several ideas from the last 
Phantasy Star game - entitled Phantasy Star IV: 
End Of The Millennium - in terms of gameplay, 
the world of Phantasy Star Online is totally 


new... mainly because the last one blew up, 
according to the story at least. With their 
planet on the verge of destruction, the world’s 
leaders send a craft named the Pioneer 1 into 
space in order to find a new home for the 
remaining population. When reports come 
back of a suitable planet on the other side of 
the galaxy, everyone else piles onboard the 
Pioneer 2 and sets off to a better life. Not 
surprisingly though, things go a bit tits-up 
when they get there in a whole big 
explosion/contact lost/we’re all buggered- 
stylee and, even less surprisingly, only YOU (as 
a bounty-hunting ranger) can find out what 
happened. Let the adventuring commence! 


Evil Shark 
Attribute: A.Beast 
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A MAG IS 
FOR LIFE 

NOT JUST 

FOR CHRISTMAS... 

Once you start playing Phantasy 
Star Online and have a wander 
around to get used to the 
controls, you might wonder 
what the floating thing that 
hovers behind your shoulder is. 
Well, don't panic - it’s the 
friendly Mag that all rangers 
have. Mags are actually 
intelligent little creatures that 
help out their owners when 
they're in trouble by storing up 
Photon Energy; when it is 
fully charged, this energy can 
be unleashed in the form of 
either an attack or other power 
depending on how your Mag 
evolves. Clever! 

Of course, you've got to help 
your Mag evolve in the first 
place - although it starts out as 
a weak helpless creature, you 
can feed it various items that 
build up its stats and eventually 
change it into another form. 
What you feed it determines the 
outcome of what it becomes, so 
make sure you keep tabs on 
what you give it; the difference 
between an offensive or 
defensive Mag depends on it! 
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Surprisingly for an 
kPG, the plot actually 
takes a back seat during the whole of 
Phantasy Star Online because the 
emphasis is firmly on action and 
interaction. Sure, you know that 
something’s happened down on Ragol 
and it's your job to find the survivors 
but, apart from that, you’ll get very 
little in the way of pointers. In 
complete contrast to the Final Fantasy 
style where you’re led through the 
game by a deep and involving plot 
that draws you into the fantasy world, 
Phantasy Star Online basically tosses 
you in at the deep end by pitting you 
against a horde of oncoming monsters 


and then occasionally sniggers when 
you mess it all up. 

Thankfully, there isn't that much to 
mess up when it actually comes to 
playing through Phantasy Star 
Online... apart from dying, obviously. 
Compared to all the other RPCs out 
there with their multitude of armour 
classes, bizarre weapons 
combinations and magic systems that 
defy logic, Sonic Team has kept it 
simple to the extreme with their 
game. It’s easy - equip your best 
armour (and if you pick up better, 
swap them round), grab your best 
gun (or stick, if you’re a bit of a 
wimpy Force), then get out there and 




























“IF THERE'S ONE THING WE'VE COME TO 
EXPECT FROM RPGS, ITS MAGIC AND PLENTY 
OF IT. THANKFULLY, PSO DOESN’T DISAPPOINT 




smack some beasties. Magic, or 
Technique as it's called here, is also 
incredibly straightforward; by finding 
or buying disks, you can learn a 
variety of techniques. These can be 
set to any of the buttons and drain 
your Technique Points when used... 
and that's it No complicated 
menus, no waiting for your turn to 
come round - nothing. It's this 
simplicity that makes Phantasy Star 
Online really easy to get into and 
prevents it from deterring those that 
might not be attracted by role- 
playing games at first. If you've 
never played an RPG before, this 
might be a good place to start... 


© Mmm, techniques. There are loads to 

choose from, but you've got to earn them 


JjN Lightning techniques work better on 


ITS All IN THE WRIST 

AS THE BOYS AT CUBE ONLY KNOW TO WELL! 

If there’s one thing we’ve come to expect from every RPG to ever appear, it's 
magic and plenty of it - after all, a role-playing game without a vast array of 
devastating spells is like a chocolate cake without any chocolate in it. 
Thankfully, PSO doesn't disappoint and delivers us with a whole stack of 
magical attacks to unleash... only it's not magic. Instead, characters use 
Techniques that are limited depending on who or what they are; while Forces 
have pretty much free reign of the Techniques, Hunters and Rangers are 
restricted to only a few, while Androids of any type can’t use them at all. 
Everything you'd expect is here from your usual elemental attacks (representing 
Fire, Ice and Lightning) and healing powers to Techniques that'll protect your 
party or make your enemies more susceptible to your attacks. 


The later levels are especially tough, so 
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THE GANG’ S ALL HERE _ 

LUHD HEED5 DriLinE PLRV lilHEn VDU'UE EOT VDUR mRTE5^ 

Okay, so we'll admit that the prospect of playing Phantasy Star Online on the 
GameCube is very appealing... or at least, it would be if it wasn't for the fact 
that Nintendo is keeping its online plans very close to its chest. Does that 
mean we're stuck with the great (but totally lonely) single-player game? Hell, 
no! In an effort to make the GameCube version of Phantasy Star Online stand 
out even more than anything else out there, Sonic Team has included a split¬ 
screen four-player mode so that even if you can't get online you'll be able to 
get your mates round and trek down onto Ragol as your own little ragtag 
group of Rangers. The one thing we haven't found out is whether you'll be 
able to play the game in four-player AND online mode at the same time... it's 
doubtful, but you never know what the GameCube is capable of! 









* 




























HOWDY. 
RANGER BOB 


EOTTH HEEP VdLIR DIETRriCE 


■ In direct contrast to the hands-on 
approach taken by the Hunter, the Ranger 
prefers to keep his (or her) distance by 
using a wide selection of long-range 
ammunitions. Grab the biggest gun you 
can find when using a Ranger. 


r USE THE 


| FORCE 



□ H. PH, OH, IT'S mnGIC 


■ If you're the kind of person who abhors 
violence but likes the spectacle of a 
magic show, then picking a Force is the 
right path for you. You won't be the 
strongest character around, but your 
techniques will be second-to-none. 
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■ Ever fancied yourself as the new Luke 
Skywalker, complete with glowing 
lightsaber? Then be sure to choose a 
Hunter as your character; they love to slash 
anything that moves, thanks to their 
unprecedented skill at dose-range combat 
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GETTING INTO CHARACTER 

If you're going to play any kind of in-depth RPG game, you're going to 
need a character - someone you can take control of and really relate 
to. Thankfully, Phantasy Star Online allows you to create your own by 
changing clothing, faces, colours and even sexes... but you'll still have 
to pick one of three distinct classes for your character to represent. 
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“ONCE YOU’VE STARTED A MISSION, IT’S VOUR 
DUTY TO SEE IT THROUGH TO THE END... UNLES 
YOU CHICKEN OUT BECAUSE IT’S TOO TOUGH” 
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■ This giant seaworm has got you 
pinned down on a tiny raft - the only 
way to get out alive is to kick his arse... if 
you can find it, of course. Watch out for 
his laser breath, poisonous spores and 
writhing tentades! 


HE’S BEHIND YOU! 

AND THAT'S JUST THE WAY WE LIKE IT! 

What role-playing game would be complete without a huge army of nasty 
monsters for you to punch, slash and blast the living daylights out of, eh? 
None, that’s what - which is why Phantasy Star Online has quite a few 
nasty surprises up its sleeve when you manage to get through each area 
of the planet Ragol. Here’s just a few of them to get you going. 


THE VOL OPT 


DRnBER. 111ILL RDBinSOn 


■ Locked in the depths of the Mines, 
you’ll find the Vol Opt - this rather nasty 
super-computer has found a mind of its 
own and now all it wants is to do is 
destroy you. Make sure you've got those 
Lightning techniques handy.. 


THE 5IL 
DRAGON 


THE nELU HID Dfl THE BLDCH 


■ Making his first appearance on the 
GameCube at the end of one of the 
exdusiveiy new levels is this bugger - 
he's bigger, badder and even uglier than 
the Dragon you face at the end of the 
first level. 


lemember the golden rule - if at first you don't 
ucceed run, run as fast as you can! Argh! 


The Sil Dragon is a tougher version of his little 
brother. . don't let your guard down now! 























Programming your own verbal responses to the D-Pad can 
be a real hoot, though it doesn't put the enemies off. 


Slnow Beat 
Attribute: Machine 


IN THE CUBE WITH... 


YUJI 
NAKA 

PRESIDENT OF SONIC TEAM 

We grabbed an exclusive interview with the man 
himself at Milia 2002 and asked him about life, 
Phantasy Star and that damn blue hedgehog... 

CUBE: Many people would class you as an 
industry legend, up there with the likes of Yu 
Suzuki and Shigeru Miyamoto, but you're very 
young for such a title. How did you manage to 
get into the games industry and work your way 
up so quickly? 

VUJI NAKA: I'll be totally honest with 
you... I wasn't very good at school. My parents 
said that instead of going to university to study 
more, I should just go out and work so I went out 
to get a job. Luckily for me, SEGA were hiring and 
I got in at the bottom. To be honest, I didn't 
believe that I'd be able to make games but I 
picked it up really quickly and now I'm here. 

CUBE: What is it about the GameCube that 
made you bring Sonic exclusively to it, rather than 
making the gamp multi-platform? 

VN: Basically, Sonic's characteristics really fit 
with the GameCube way of thinking rather than 
with other platforms, so that's the reason why we 
decided to bring him over to it. 

CUBE: How much does the GC/GBA link 
feature allow you to expand what you can do in 
your games; for example, the link between the 
two Chao gardens in Sonic Adventure 2 Battle 
and Sonic Advance1 

VN: The good thing about the Game Boy 
Advance and GameCube link-up is that when 
you're playing on your GameCube, you have to sit 
down in front of your TV and that's all you can 
do. By linking it, you can take elements of the 
game away with you and play it outside - you 
can do a lot more with it, so we have to be more 
creative in our development. 

CUBE: Sonic and Mario have always been 
seen as rivals, simply because they've been 
mascots of different companies. Now that 
they're both on the same console, do you think 
that rivalry will continue or is there room for 
both of them? 


























“THE ADDITION 
MODE AND EVEN 
A MUST-HAVE 


FOUR-1 


MORE NEW 

IS 



VN: Miyamoto-san and I actually had an 
interview together in Japan, so if we can do that, 
there's no reason why Sonic and Mario can't 
work together! There is actually a saying in Japan 
that yesterday's enemy is today's friend and that's 
what is happening with Sonic and Mario now 
coming together on the CameCube. 

CUBE: With the next-gen consoles now 
coming to the fore, it's a very exciting time for 
software developers at the moment. What games 
are you most looking forwards to, both on the GC 
and on other consoles? 

VN: Of all the types of games I enjoy, I'm 
really looking forwards to Miyamoto-san's work 
the most - Mario Sunshine and Zelda are both 
very interesting projects and I can't wait for them 
to arrive. 

CUBE: Your next big GameCube title is 
Phantasy Star Online, but deciding to bring it to 
a console that hasn't clearly defined any kind of 
online strategy yet is a very brave move. What 
were your reasons behind it? 

VN: Since we have knowledge and know-how 
of online gaming because of the Dreamcast, we 
thought that we would be able to transfer that 
onto the GameCube. Of course, the online 



CUBE: Nintendo's initial GC launch list in 
Japan listed Phantasy Star Online as a launch 
title. Was that ever the case and ,if so, was the 




■ We were big fans of the 
Dreamcast version and even 
bigger fans of the 'upgrade, not 
sequel' that was known as 
Phantasy Star Online ver2.0 so 
it's no surprise to hear that we 
can't wait for the GameCube 
version. The addition of the 
incredible four-player mode and 
even more new levels makes this 
a must-have... when it ■■■■ 
comes out, of course, i 1 - 1 1 


decision to put the game back based on the 
announcement of Nintendo's online plans? 
YN: No, Phantasy Star Online was not a 
launch title for the GameCube - technically, it 
should have been coming out about now. With 
the delay of the game though, we are working 
at making it bigger and better than the 
Dreamcast version by adding more characters 
and levels to the game. 


functions are still a little way off for the 
GameCube so that is why we decided to include 
a four-player mode as well, in case people 
didn't have the opportunity to go online. 


CUBE: Did you ever envision that Phantasy 
Star Online would be as huge a success as it 
was? Why do you think people continue playing 
the game, even after they've finished it? 

YN: I'm amazed people play it as much as 
they do - some users have reached up to 3000 
hours of game time! I didn't expect that at all, 
but I think they carry on playing because usually 
online gaming is against other people like with 
shoot-'em-ups and so on; in Phantasy Star 
Online though, communication and co-operation 
is the key - so it's a good example of online 
gaming allowing you to meet and work with 
other people. Personally, I see Phantasy Star 
Online as a beginner's step into online games - 
sometimes, it's really difficult to just jump into a 
game that's online if you're not very experienced 
at it, but the fact that you can get other people 
to help you rather than fight against you makes 
it easier to get into. With the GameCube, you 
also have the split-screen and four-player modes 
as well so that can give you practice of playing 
with other people before going online. 


CUBE: At the moment, a majority of titles 
coming from SEGA for the next-gen platforms 
have been sequels or updates to existing 
franchises... when can we expect to see new 
ideas coming through? 

YN: SEGA has a lot of quality franchises but 
soon you'll be seeing totally new titles coming | 
through, from everyone as well as Sonic Team. 
Right now, I'm making something that I 

enjoy - 


irk Bfllrft 

Itrlbutt: 


believe all the younger gamers wi 
these days, all people that have enjoyed 
games since the beginning and everybody 
involved in the games industry has grown 
up, so a lot of developers like to try and 
make everyone happy. But I feel that 
playing games is fundamentally something 
children enjoy the most and I want ■■ 
to keep that as a focus for my games.£L; 


THINKS. 


“PHANTASY STAR ONLINE IS A BEGI 
STEP INTO ONLINE GAMES - OTHER 
HELPING RATHER THAN FIGHTINlg>YC 
MAKES IT EASIER TO GET INTO’j^YUJj 











didn't appeal to any particular 
audience. Thankfully, though, the 
development team has taken the 
criticisms on board and has altered the 
GameCube version accordingly. 

Driven is loosely based on the film of 
the same name. Starring Sly Stallone, it 






RELEASE 
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MAY 02 TBA 
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Fancy getting 'in the 
zone 1 with Sly 
Stallone? Oh... well 
that's ruined the 
feature then, hasn't it? 


WHEN CUBE FIRST heard that Driven 
was coming to GameCube, we have to 
admit that we were a bit sceptical. The 
PS2 version was a big letdown - it was 
an awkward blend of arcade racing and 
simulation, and the fact that it didn't 
really excel at either meant that it 
























"FROM THE HANDLING TO THE COLLISION REACTION 
TO THE STYLE OF THE REAL-TIME DAMAGE SYSTEM, 
THIS IS PURE ARCADE RACING, SO DONT EXPECT 
ANYTHING MORE” 






TREE 

BAGS FULL 


PREVIOUS 


ECKS VS SEVER 

■ If it is an ace, thinking 
man's shoot-'em-up 
that you are after, this 
is it. 
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TOTALGAMES.NET RATING: 94°o 


■ The scenery stretches off into the far 
distance. Despite having no pop-up, 12 
cars on-screen and a decent speed, 
Driven still maintains a constant 60 
frames per second on every track. Which 
is always nice. 


TESTED 


TD DESTRUCTinn 


-m 


Ur 


■ Your opponents will battle it out whether 
you're there or not Nose cones and tyres 
often go flying across the track and its 
possible to flip other cars up into the air. 
Receive too much damage though and 
youH lose your car and valuable seconds. 


WINNING 

FORMULA 


wiw=i=iPi=i. i»i=»«sia 

■ While you're out in front you won't 
have to worry, but if you're lagging 
behind the computer opponents won't 
make it easy for you to pass. With up to 
12 cars challenging for the lead you'll 
have to be good 


tells the story of an Indy kart driver 
who loses his edge. Throughout the 
course of the film he slowly finds his 
form and, suffice to say, it all ends well. 
The fact that this game is based on a 
film really makes no difference at all. It 
wasn't exactly a blockbuster film, so it 
hardly raises the game's profile. 

The GameCube version of Driven 
differs from the PS2 game, in that it is 
completely arcade orientated. From 
the handling to the collision reaction 
to the style of the real-time damage 
system, this is pure arcade racing, so 
don't expect anything more. The 


handling is very simple. Being the type 
of cars that they are, there isn't any 
drifting involved. It's a simple left-right 
affair, with the car spinning out if you 
drive too wildly. Colliding with other 
cars or grinding against a barrier will 
slow you down, but it won't 
completely stuff-up your race, as with 
sim racers. There is a real-time 
damage system of sorts, but it doesn't 
directly affect the handling of the cars. 
Continued collisions will see parts of 
your car flying off and if you get too 
badly damaged you'll blow up. So you 
get the general idea, right? 

























The computer opponents are pretty aggressive, but the 
optional rear-view mirror will enable you to block them 


IN THE 

CUBE 

WITH.. 


MANAGING DIRE 
BAM! STUDIOS^ 


CUBE: How did you first get into 
the videogames industry? 

MAT WILKINSON: I had a 
few games published on the Spectrum 
and I wrote some demos on the 
Amiga. When I left college I applied for 
a job at Rare and got accepted 
because of my demos. The Stamper 
brothers prefer people who don't have 
videogame industry experience. 


plays and old, has-been driver who is 
brought back to coach a young, hot- 
shot driver who has gone off the rails 
a bit. We've had Stallone do some 
voice-overs for us. The game features 
various different modes of racing - 
regular racing, blocking for your team 
mate, night-time city chases, and 
something called 'In The Zone.' 
(explained in the article) 


CUBE: What did you want to be 
when you were a kid? 

MW: A Games Programmer. I was 
13 when I had my first game 
published on the Spectrum. 


CUBE: When did you first get your 
development kits? 

MW: We've had them since 
September last year. I think the 
GameCube is an excellent machine. 
The architecture is very straight 
forward - it has a decent processor, a 
good graphics chip, good Data Cache 
sizes and it's very simple to program 
for. The only downside is the limited 
main memory, which is 24Mb. 


CUBE: What are your top three 
games of all time? 

MW: Duke Nukem 3D (PC), 
ColdenEye (N64), MatchDay 2 
(Spectrum) 


CUBE: If you could be any famous 
person who would it be and why? 
MW: Noel Gallagher, because it 
must be a great feeling to be on 
stage in front of 75,000 adoring 


CUBE: What differences are 
there between the PS2 and 
GameCube versions? 

MW: We've been in a fortunate 
situation, whereby the PS2 version is 


fans who are singing your own 
songs back at you, and also to be 
expected to get lashed and trash hotel 
rooms afterwards! 


CUBE: What's your favourite song 
of the moment? 

MW: Carry Us All (Oasis) 


CUBE: Can you quickly tell us 
about Driven ? 

MW: Driven is based on the film 
that came out last year, starring 
Sylvester Stallone. It's based around 
the world of Indy car racing. Stallone 


already out, so we've had feedback 
from the public - we've been able to 
use that to improve the game. The 
tracks have been tweaked slightly, but 
the main thing is the handling. The 
game has been made into a very pick- 
up-and-play, arcade-style game. We've 
also added some more music tracks, 
and a Dolby Surround Sound option. 


CUBE: Driven is close to 
completion. What are your plans once 
it's finished? 

MW: We have other GameCube 
plans, but I can't tell you about them! 


CONTINUED. 


It's pretty much 
essential for a fast- 
paced racing game to run at a 
constant 60 frames per second, but 
you'd be surprised at how many 
actually manage to do it. Driven 
succeeds in this area, providing 60fps 
at all times on every track. 

Considering this is bam!'s first 
GameCube title, this is quite an 
achievement, especially given other 
technical factors. Up to 12 cars appear 
on screen at once, again without any 
slow-down. Admittedly, as soon as 


the cars pull away or lag behind, the 
game cleverly reduces their polygon 
count and removes some of the 
textures, but most games do this. The 
scenery stretches off into the distance 
- the developers don't appear to have 
had to design the tracks in a cunning 
fashion to get around hardware 
problems and some tracks draw back 
as far as the eye can see. Sacrifices 
have had to be made though and 
they come in the form of relatively 
plain textures. In screenshots it 
becomes especially apparent that the 
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“THE DEVELOPERS DON’T APPEAR TO HAVE HAD TO , 
DESIGN THE TRACKS IN A CUNNING FASHION TO 
AROUND HARDWARE PROBLEMS - SOME TRACI 
DRAW BACK AS FAR AS THE EVE CAN SEE” 





IN THE ZONE 

THE ONLY WAY TO 
GET A NATURAL HIGH 

On the bottom left of the screen is a 
gauge, which slowly fills up as you 
drive. Every time you crash or leave 
the track the gauge will reset, but if it 
fills up you will be 'In The Zone.' While 
you're in this natural high, top speed 
handling and acceleration will all 
improve slightly. This is illustrated by a 
focus point in the centre of the screen 
- the central area remains focused 
while the outer edges of the screen 
become a blur. 


DESTRUCTION DERBY 

KEEP THE VIOLENCE ON THE TRACK 

The cars in Driven suffer real-time damage but in keeping with the arcade style, it 
doesn't have any impact on your car's handling. Depending on where you get hit, 
parts of your car will fly off, ie the tyres, nose cone etc. This debris stays on the 
track and can make your life quite difficult. If you receive too much damage, your 
car will lose speed and you'll be given the option to get a new car. Changes cars 
only takes a second or so, but it's enough to make you fall behind. 

You can afford to take a limited amount of damage, and as long as you know 
the course you can afford to spend time hassling an opponent and even flipping 


buildings don't really have any 
textures, instead being block-shaded 
with one colour. Hence some of the 
screenshots don't impress. You don't 
tend to notice it that much when the 
game is moving - the sense of speed 
is such that it would be foolish to 
look at the scenery. Where the 
scenery isn't so demanding, there are 
some nice textures, for example the 
gravel strips, trees, bushes and 
bridges, - and because of this certain 
courses stand out more 
than others. 


The textures may look relatively simple, but you 
don't notice it wnen you're driving at 300 kph. 


© Sparks fly as your opponents scrape 
along the barriers. Nobody is perfect! 


THINKS.. 


first impRESSinn 


■ Driven does its job very 
well. As a pure arcade racer that 
you pick up and play for a short 
while, it fills the gap, but it simply 
doesn't have enough options or 
depth to challenge the likes of 
Ridge Racer. To be honest 
though, Ridge Racer won't be out 
until early '03, so this comment is 
pretty irrelevant. 

It's nice to see a developer 
doing more than churning out a 
straight PS2 port, and ■■■I 
while it certainly isn't I**! 
pushing the GameCube to its 
limits, Driven will provide you 
with some satisfying racing fun. 























NEW AGE CONSOLES 

UNIT! 1 17 WHITGIFT CENTER CROYDON 5U,RR'EY 


HOTLINE : DZDS BBS 1SSO 

MANY NEW PERIPHERALS IN STOCK PROM £3.99 J CHECK ALL THE LATEST WWW.NEWABECONSOLES.COM 



LATEST BAMECUBE US IMPORTS 


LATEST UK / PAL 


BAM ECU 


NFL BLITZ 2002 £54.99 

ESPN WINTER GAMES 2002 £54.99 

DARK SUMMIT £54.99 

SONIC ADVENTURE £54.99 

1 B WHEELER £54.99 

SMASHING DRIVE £54.99 

ALL STAR BASEBALL 2003 £54.99 

JEREMY MGRATHS SUPERX WORLD £54.99 

DRIVEN £54.99 

RESIDENT EVIL £54.99 

TETRIS WORLDS £54.99 

DONALD DUCK GOING QUATERS £54.99 
BLOODY ROAR 3 £54.99 
AGENT UNDER FIRE £54.99 
NBA STREET £54.99 

ESPN MLS EXTRA TIME 2D02 £54.99 
HOME RUN KING £54.99 
VIRTUA STRIKER 3 £54.99 
SPIDERMAN THE MOVIE £54.99 
KELLY SLATERS PRO SURFER £54.99 
JIMMY NEUTRON BOY GENIUS £54.99 


GAMECUBE BLACK £179.99 
GAMECUBE PURPLE £179.99 


GAMECUBE MEMORY CARDS £13.99 
CONTROLLER BLACK £27.99 
CONTROLLER BLUE £27.99 
CLEAR PURPLE £27.99 


GAMES 






I 


LUIGIS MANSION £35.99 
WAVE RACE £35.99 
ISS 2 £35.99 

ESPN WINTER GAMES £35.99 
NBA COURTSIDE 2002 £35.99 
PICKMIN £35.99 
SMASH BROS £35.99 





Panasonic Gamecube Q 

in STOCK NOW 
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FEATURE 


THROUGH THE 



Once one of the 'big 
three' now leading the 
gaming charge on the 
next-generation 
consoles - SEGA is 
coming on strong, given 
its bumpy history... 


YOU KNOW, THERE are times when we wish we 
could predict the future - that way we'd be 
prepared for the events that manage to surprise us 
here at Cube nearly every day of the week... and 
we'd have won the lottery several times over. 
Unfortunately, we can't but let's face it; everything-!* - 
always more exciting when you don't know what's 
around the corner. Take SEGA, for example., who 
could have foreseen that it would go from being 
one of the biggest names in console development 
(pitting itself against Nintendo and Sony) to working 
as a third-party developer for its rivals? Certainly not 
us, we can assure you. While we're quite happy 
about the fact that we've got a company whose I 
creative genius practically matches that of the bigl*^ 
itself working on the GameCube, we don t doubt 
that there are still some hardened fans out 4 hnti j 


THROUGH THE AGES 


RAISE A GLASS 

It's amazing how nearly going bankrupt can 
change your opinion of something - 
whereas Nintendo fans might have had a go 
at SEGA a few years back, now we 
remember its history with a misty-eyed 
fondness. There's certainly a lot of love in 
the room for SEGA these days, so we asked 
some of the top people in the industry what 
they thought about the house of Sonic... 


► 
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GORMAN 
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PR EXECUTIVE, BASTION 

"’Frivolously spending huge 
sums of cash on dodgy 
advertising and consistently 
bringing out hardware that little bit too late to 
gain a foothold on the market did nothing for 
SEGA. As a developer, it is released of the burden 
to produce the consoles and can get on with what 
it does best: making superb games. SEGA's sheer 
vision for creating highly playable experiences is 
only matched by those chaps at Nintendo. 



who've spent many an hour shouting 'Damn you, 
SEGA!' from the rooftops. Of course, those people 
aren't thinking about the big picture; this isn't the 
kind of decision that's made on a whim. Such an 
epic move for a company that has depended for so 
long on console manufacturing has to have some 
major motivation behind it. To understand it all 
though, you have to go way back to when even our 
dear editor was still chewing on his comfort 
blanket., alright, maybe not that far back. 

Back when the games industry was still a toddler, 
concerning itself with Spectrum disc drives and 
people programming crap adventure games in their 
own bedrooms, SEGA was just starting to come into 
its own. Having previously concentrated much of its 
talent on creating arcade games and titles for other 
early consoles, it was decided by the people that 
matter that SEGA should release a console of its 
own, so that the benefits of its own quality titles 
could be bpttjerfejt. /\nd Jo.aqd bqhold, the SEGA 
Maste] 
offerii 

never before well, it was the 
little-known playing card company 


METRO 
MUSTAFA 

PRODUCER, MIDWAY 

'To my mind, the mixture 
of initial greed (coupled 
with the marketing spin 
doctors weaving bull by 
the yard) turned out to 
be the main catalyst for 
the demise of SEGA's hardware sales 
and support. That being said, no-one 
can dispute that SEGA knows how to 
make games. I feel that SEGA can now 
concentrate on what it does best and will 
no doubt take a big slice of the software 
market with its array of intellectual 
properties. SEGA's games are up there with 
the very best from Square, Nintendo, 
Konami, Capcom and Midway." 


SIMON 

CALLAGHAN 


► 



PR MANAGER, INFOGRAMES UK 

"Now that SEGA is a 
software-only publisher 
and platform agnostic, 
its future is looking 
incredibly positive. No- 
one questions that it is 
one of the finest 
developers in the world and now its 
games are going to be experienced by an 
entirely new audience. If I was in the 
shoes of Nintendo, Sony and Microsoft, I 
would be thanking the gaming gods that 
I'd have SEGA producing some of the best 
games in the world for my console. If I 
was EA though, I would be nervously 
looking in my rear-view mirror at that 
Japanese turbo-charged V-12 with the blue 
hedgehog logos rapidly approaching on 
the outside lane. . ." 


ASAM AHMAD 

PR MANAGER, THQ 

"Sometimes the best 
format isn’t the winner; 
look at VHS and 
Betamax. SEGA did a 
great job with a superb 
games machine, but it 
didn't capture the mass-market gamer’s 
imagination. But losing the battle of the 
consoles isn’t necessarily a bad thing, as it 
now means that SEGA's skills in producing 
great games will now be apparent to all, 
independent of format on a broader base 
of consoles. This can only be good for 
gamers, and the games market as a 
whole. Roll on SEGA!" 





LOUISE 
GABRIEL 

PR MANAGER, UBI SOFT UK 

"Here are some lyrics 
that someone at SEGA 
wrote on their last day to 
the tune of American 
Pie. I think they sum it 
all up rather well. 

A long, long time ago, 

I can still remember how that blue swirl used 
to make me smile. 

And I knew if she had her chance, 

Ulala could make those people dance. 

And maybe they'd go online for a while. 

But the month of June made me shiver. 

With the redundancy letters delivered. 

Bad news in Alison's room. 

I'd be out of work soon. 

Some of us laughed and some of us cried, 
When we read the amount inside. 

The redundancy touched us deep inside. 

The day the Dreamcast died." 


“BY TAKING BOLD (AND SOME 
WOULD SAY RISKYJ STEPS TO 
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FEATURE 


THIS IS YOUR LIFE 

It's not surprising to know that SEGA has 
experienced a fair number of highlights over the 
course of its existence - here's a look at the 
most important incidents in SEGA history 


1954 


David Rosen (owner of Rosen Enterprises) founds 
the Service Games Company to market arcade 
games in both Japan and America. 


1965 


Service Games is shortened to SEGA, simply because 
the name is too long to be stamped on the side of 
their arcade machines 


1966 


Periscope, the first smash-hit SEGA arcade game, is 
launched. 


1979 


SEGA combines with a Japanese distribution 
company and begins releasing titles for home 
entertainment consoles such as the Atari 2600 and 
the ColecoVision. 


1 985 


Hang On (the first-ever arcade-simulator game) is 
released in arcades worldwide. 


1990 


The R 360 is unveiled - the first arcade game with 

the ability to rotate itself (and the player) through 
360 degrees. Oh, and then there was a little 
something known as the MegaDrive 


1991 


Sonic The Hedgehog is born... 'nuff said. 


1993 


Yu Suzuki revolutionises the 3D beat-'em-up genre 
by creating Virtua Fighter. 


1994 


The SEGA channel is launched across America, 
allowing gamers to download games through their 
television sets. 


1995 


The SEGA Saturn launches across Japan and 
America... only to be shot down in flames by the 
Sony PlayStation a few weeks later. Damn. 


1998-9 


The Dreamcast is launched worldwide and becomes 
the first next-generation console on the market. 


2000 


Two achievements in one year - SEGA releases both 
Seaman (America's first voice-recognition game) 
and Chu Chu Rocket\ (the first ever worldwide 
online console game) on the Dreamcast 


2001 


SEGA announces the discontinuation of the 
Dreamcast, as well as plans to cease producing 
hardware altogether and concentrate on developing 
software for existing platforms. 
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the same idea shortly before SEGA though (and 
launching its own 8-bit console, the Nintendo 
Entertainment System or NES for people too lazy for 
long sentences), a rivalry was already brewing that 
would last for a long time to come. 

Of course, with Nintendo having a slight head start 
it was necessary for SEGA to take a 'Anything you can 
do, I can do better' approach. The main stumbling 
block was a mascot - while Nintendo had its 
moustache-wielding plumber at the helm (thanks to 
the genius of Shigeru Miyamoto, the man behind 
genre-defining titles as Donkey Kong and The Legend 
Of Zelda), SEGA had nothing unless you count the 
rather lacklustre Alex Kidd who appeared in many 
games on the early Master System. With the arrival of 
the MegaDrive in 1990 though - to compete with 
Nintendo's new Super Nintendo Entertainment 
System (SNES) - SEGA had the perfect opportunity to 
create a character that could not only be loved by 
people everywhere but also show off the technical 
abilities of the new console. After much planning and 
consideration of what form this new character should 
take (including animals such as a rabbit, an armadillo 
and even a panda), the decision was made - a blue 
hedgehog named Sonic was born. 


No-one could have predicted how well received the 
game would turn out to be; following the release of 
Sonic The Hedgehog on 23 June 1991, the game went 
on to sell over four million copies worldwide. Thanks to 
the runaway success of Sonic - not only in game form, 
but also as a merchandising product of epic proportions 
- SEGA managed to take the opportunity it received and 
run all the way with it. Although Nintendo still remained 
reasonably dominant on its home turf of Japan, SEGA of 
America ruled the roost in the United States and the 
MegaDrive became the console to own if you were into 
games back in the early Nineties. Things were looking 
rosy for SEGA - very rosy indeed. 

Throughout the early to mid Nineties, SEGA's stature 
grew as it continued to expand both its home and 
arcade entertainment divisions. By taking bold (and, 
some would say, risky) steps to enhance the gaming 
experience of gamers everywhere, it pushed the 
boundaries of what had been seen before - the release 
of Mega CD gave people the chance to experience CD- 
quality games on a home console, while the 32X 
upgraded the 16-bit MegaDrive to a more powerful 32- 
bit machine. Unfortunately, these advances weren't as 
well received as SEGA might have hoped; given that 
companies usually sell hardware at a loss in order to 


“WITH NINTENDO HAVING A SLIGHT 
HEAD START, SEGA HAD TO TAKE A 
‘ANYTHING YOU CAN DO, I CAN DO 
BETTER” APPROACH TO CONSOLES.” 



THROUGH THE AGES 






A true classic on the Saturn - if you can track i 
down today, you'll be the luckiest person alive 


MOT START, 


make up the profits on the software, this hit SEGA's 
pockets hard. Still, that didn't deter it from bringing out 
the 'next big thing' in 1995.. the SEGA Saturn arrived, 
much to the delight of SEGA fans the world over. 
Unfortunately, a very dark cloud hung just over the 
horizon - less than a month over it, to be precise, and 
stamped with a massive Sony symbol. Only a few weeks 
after the launch of the Saturn, Sony released the 
PlayStation onto the market, and everything went 
horribly, horribly wrong. 

It was at this point that many people began to see S 
real difference between the way the games industry 
was before and what it was turning into. Before the 
PlayStation, gamers were considered to be a specialist 
market who looked up to developers like SEGA for 
new ways to satisfy their gaming desires. News of 
quality titles spread via word of mouth and, with 
people buying games simply because they wanted the 
next new thing on the shelf, there was little need for 
companies like SEGA and Nintendo to publicise their 
business outside the limited gaming press. Despite not 
having any experience with games though, Sony had 
one thing that neither company could compete with - 
an almost unlimited supply of advertising revenue. 
Determined to bring games to the mass market, the 
new kid on the block set about letting everyone know 
that the PlayStation was the games console to own 
and by everyone, we do mean everyone. Try as it 
might, SEGA couldn't compete with Sony's self- 
promoting onslaught and even though it was a better 
machine with-better games, the Saturn soon began to 
sink without trace as the PlayStation marched onwards 
and upwards. . 


By the late Nineties, SEGA had had enough; lessons 
had been learnt the hard way and with Sony's planned 
PlayStation2 still some way off, it was time to fight 
back. The SEGA Dreamcast was the first of the 'next- 
generation' consoles to hit the shelves - it had a 128- 
bit processor, CD-quality sound and a whole stack of 
great games to play on it from day one. What's more, 
SEGA actually put some advertising behind it and soon 
everyone was watching a group of barbers battling it 
out and promising that the Dreamcast would offer the 
greatest online gaming experiences ever. Everyone saw 
it. and then they all shrugged and made that grunting 
noise that people make when they're not bothered. 

The audience fell into two categories - those who had 
been burned by the death of the Saturn (and were 
therefore reluctant to buy another possible failure) and 
those who owned a PlayStation (you know the type - 







FEATURE 


ONE STEP AHEAD 

If you want to talk about gaming innovation, SEGA 
has always been at the forefront - aside from 
Nintendo, it's one of the only companies that has 
ever been willing to stick its neck out and try 
something different. Here's a swift look at some of 
our favourite SEGA titles over the years... 


Sonic The Hedgehog 

MEGADRIVE, 1991 

The only person (or hedgehog, as it were) who 
could ever even hope to keep up with our very own 
Mario. If you've never played it, you're missing out. 
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brainwashed, thought that Sony could do no wrong and were 
determined to wait for the PlayStation2). When the console failed 
to keep the promises made by the advertising - namely, the 



Virtua Racing Deluxe 

MEGA 32X, 1994 

Yes, we know it looks totally crap now... but eight 
years ago, this was one of the major breakthroughs 
in arcade-to-home conversion. We loved it... 


online gaming bit - even more people lost faith in SEGA's abilities. 
True, the Dreamcast sold quite well; sadly though, 'quite well' isn't 
really good enough in a market driven by profit and, as such, the 
machine has always been seen as an 'also ran'... despite having 
over a year's head start on the PlayStation2. 

And so we come back to the events of the last year - severe 
cutbacks and reorganisation within the company, the 
discontinuation of Dreamcast production and (most importantly for 
us) the creation of games for non-SEGA branded consoles. True, 
many of SEGA's loyal contingent felt that the decision to step into 
the third-party developer market and produce for rival consoles 
was a betrayal of the highest calibre.. and to be honest, who 
could blame them? At the end of the day though, it's all about the 
money and that's where the reason for SEGA's decision comes in. 

SEGA's hardcore fans might have all diligently bought their 
consoles and games over the many years, but it's no surprise that 
SEGA ceased production of the Dreamcast when they lost over 
VI07 billion on the machine over the course of its life... that's over 
£600 million! The fact that SEGA pulled out of developing console 
hardware wasn't a snub to the devoted fans - in fact, it was 
exactly the opposite. If production of the Dreamcast had 
continued, there probably wouldn't be a SEGA left to support and 
that would have been a sore loss to the gaming industry. The truth 
is that by sacrificing the ability to bring out its own consoles, SEGA 
kept hold of what it knows best - developing some of the most 
playable games around. It might have been something that none 
of us would have ever expected, but now is the time ■■H 
when we can all enjoy the wealth of SEGA's experience. EE3 


Virtua Fighter 2 

SATURN,1995 

... and speaking of arcade-to-home conversions, the 
Saturn version of Virtua Fighter 2 was incredible. 
Who needed Tekken when you had this, eh? 

NiGHTs: Into Dreams 

SATURN,1996 

The one game that Yuji Naka told us he's always 
asked about, NiCHTs: Into Dreams was a total 
breath of fresh air on the dying Saturn. Lovely. 


Jet Set Radio 

DREAMCAST, 2000 

Another bold and brilliant step for SEGA brought on 
the whole cel-shaded graphic phenomenon. High- 
octane action and tons of gameplay to boot. 


Shenmue 

DREAMCAST, 2000 

Although it wasn't loved by all, there are still plenty 
of gamers out there who'll happily bow their heads 
in reverence at Yu Suzuki's adventure masterpiece. 
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MVP FOR THE BEST 
PRICES OISI IMPORT 
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Email, games@mx2.com 


PRICES SHOWN INCLUDE ANY VAT 4 DUTIES AND ARE ACCURATE AT TIME OF GOING TO PRESS E&EO MX2 RESERVES THE RIGHT TO CHANGE PRICES 
PLEASE CHECK OUR WEBSITE OR PHONE US FOP UP-TO-THE-MINUTE PRICES THE ABOVE TRADEMARKS ARE RECOGNISED & ARE USED FOR ILLUSTRA VE PURPOSES ONLY. 


CALL FOR LATEST U.S. PRICES 


Web. www.mx2.com 
Tel. 01481 740200 
Fax. 01481 740300 






Accessories 


Games 


ALL STAR BASEBALL 2002 .£52.99 

BATMAN VENGEANCE .£52.99 

BIO HAZARD ZERO .£59.99 

CEL DAMAGE .£52.99 

CRAZY TAXI .£52.99 

DAVE MIRRA 2 .£52.99 

ETERNAL DARKNESS .£52.99 

FIFA 2002 .£52.99 

GALLEON .£52.99 

NBA COURTSIDE 2002 .£52.99 

NFL BLITZ 2002 .£52.99 

NFL QUARTERBACK 2002 .£52.99 

NHL HITZ 2002 .£52.99 

PIKMIN . £52.99 

SIMPSONS ROAD RAGE .£52.99 

SONIC ADVENTURE 2 .£59.99 

SUPER SMASH BROS MELEE ...£52.99 
STAR WARS ROGUE LEADER ...£52.99 
TARZAN UNTAMED .£52.99 


TONY HAWK S PRO SKATER 3 .£52.99 
VIRTUA STRIKER 3 2002 JAP. ...£52.99 




JAP CONTROL PAD 

PURPLE/CLEAR . 

JAP CONTROL PAD 

ORANGE . 

PELICAN CONTROL PAD 

PURPLE . 

PELICAN CONTROL PAD 

BLACK . 

GAMECUBE TO GAMEBOY 

ADVANCE LEAD . 

MEMORY CARD . 


.£33.99 

.£33.99 

.£29.99 

.£29.99 

.£17.99 

.£17.99 
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GameCube Consoles 


GAMECUBE JAP IMPORT .£290 

GAMECUBE JAP IMPORT ORANGE ....£290 

GAMECUBE PANASONIC 

PLUS DVD .£499.99 






































CUBISTS 


New and improved Cube - now with 25% more ladies and 50% more arse... in the text, obviously. Not on the ladies. 


EDITORIAL 


OKAY, SO IT came out nearly three months 
ago and the fact that it only arrived this month 
has been a point of severe frustration... but 
we've got Animal Forest + now, so that makes 
everything okay with the world again. If there 
was one game you could see a few 
screenshots of and wonder what on earth the 
fuss was all about it's that one. Of course, 
looks can be deceiving - while we're not ones 
to turn down something pretty, we're hardcore 
gamers here on Cube and that means we like 
our games enjoyable (dammit) rather than 
being nothing more than eye candy. This, for 
the most part is why we're so darn sure that 
the CameCube is going to be a success... if 
only people would get past the whole 'child's 
console' stereotype that Nintendo has built up 
around itself over the years. Why will the 
CameCube succeed? Because it has the best of 
both worlds - top companies such as SEGA, 
Namco, Rare and (of course) Nintendo are all 
developing their own unique brand of games 
for the machine, but it's also the cutting edge 
of technology - which means we'll get state-of- 
the-art visuals as well. Examples? Mario, Zelda, 
StarFox, PSO, Soul Calibur 2 - that enough for 
you? If not, don't worry - there's plenty more 
where that came from... ■ MARTIN MATHERS 


SIMON PHILLIPS 


DOES: Buy lots of records 
DOESN'T: Own a record player 
THIS MONTH: Our very own 'Six- 
Million-Dollar Man' spent his 
time visiting a special 'clinic' 
and having his spine twisted in 
various different directions by 
a man known only as Dr 
Garstin Jamie Theakston, eat 
your heart out 


MARTIN MATHERS 


CHANDRA NAIR 


WILL JOHNSTON 


OOES: Have all his own teeth 
DOESN'T: Have a brother in 
the Stereophonies 
THIS MONTH: Things were tough 
for poor Will, as three people 
left his team to move away 
onto greener pastures. Now he 
sits on his own with no-one 
talking to him - so no change 
there then. 


SIMON GRIFFIN 


NICK TRENT 


CYRA COOMBER 


STEPHANIE PEAT 


DOES: Have a small beer belly 
DOESN'T: Drink unless it's free 
THIS MONTH: Mart spent much of 
his time trying to raise the 
funds to buy a new flat. 
Thankfully, his family stepped 
in at the last minute to save 
him selling parts of his body 
off for lOp a go... honestly, we 
shudder at the thought. 


OOES: Jump around an awful lot 
D0ESN1: Talk to us at his gigs 
THIS MONTH: Mr C spent his time 
pinning up pictures of Will 
from Pop Idol all round the 
office. Rumours that Chandra 
applied for the show himself 
and got beaten up by Darius 
for looking too much like him 
are, as yet, unsubstantiated. 


DOES: Have a large dictionary 
DOESN’T: Like living in a slum 
THIS MONTH: Cyra returned to 
the flock, having spent several 
months banished to the barren 
wastes of PLAV. Her 
experiences there were similar 
to being stuck in a lift with lots 
of sweaty young men... the 
poor girl. 


OOES: Have an allergy to biscuits 
DOESNT: Let us photograph her 
THIS MONTH: We thought we'd 
bring Steph back largely due 
to the number of readers 
who've commented that they 
fancy her. She's incredibly 
flattered, but would like to ask 
that the donations of used 
underpants cease right now. 


DDES. Hide in the comer 
DOESN'T: Like us touching 
his monitor 

THIS MONTH: Trenty moved 
desks. Now he's got his own 
little fortress from which he 
can bombard us with crap, 
while staying totally unharmed 
from our attacks. Damn his 
strongly fortified eyes! 


OOES: Enjoy doggie treats 
DOESN'T: Lick his own bottom 
THIS MONTH: We discovered the 
reason why Simon is so hairy 
- he's the modern-day 
equivalent of Samson. We 
know because he had a shave 
recently and then couldn't pick 
up the can of Pedigree Chum 
we left him for lunch. 


& 


ANIMAL 

F0REST+ 


Damn you, Nintendo - 
i just when we thought 
we'd have a chance to take a break 
from games for five minutes, a game 
like Animal Forest + comes out. Like 
we have any free time anyway... now 
when are we going to sleep, eh? 




























100% UNOFFICIAL 100% UNBIASED 
THE ONLY REVIEWS YOU CAN TRUST 



CEL DAMAGE 

What do you get if you port across a fairly bad Xbox 
game to the GameCube in a really lazy way? Why, Cel 
Damage, of course! How this one managed to slip through 
Nintendo's quality control really does give cause for concern. Bah. 

DARK SUMMIT 

Don't just think this is Tony Hawk on a snowboard... 
Dark Summit goes further than that. Okay, so maybe it's 
a little shallow in places but for sheer effort and originality, THQ has 
managed to land themselves a little beauty... 

MADDEN NFl 2002 

Another sports game, another EA conversion of a 
PlayStation2 game. Mind you, that's not necessarily a 
bad thing - we've always had a soft spot for the Madden games 
and now we get to taste one in all its GameCube glory! 

ESPN 

INTERNATIONAL WINTER SPORTS 

Okay, so the Winter Olympics have ended and spring is 
pretty much upon us, but that shouldn't stop you from 
enjoying some snow-based activities, should it? Strapping planks of 
wood to your feet has never been so much fun... 

NFL QUARTERBACK CLUB 2002 

And so the American sports offensive from Acclaim 
continues. This latest release of the Quarterback Club 
franchise brings the game back up to date and even has graphics 
like you'd never believe. . well, that's what Acclaim told us. 


WHAT DOES IT All MEAN? 

if you're feeling a bit daunted by all the information we've got on offer, don't 
panic - it's pretty easy to find what you need once you know where it all is... 


INFORMATION 

This is the place to look 
for all the essential 
statistics on the game 
including release dates, 
players, publisher/ 
developer and some 
vital bullet points 
summing it all up. 





COMMENT 

The reviewer's frank and 
honest opinions on what he 
or she thinks of the game 
will be right here; you'll be 
needing this to make up 
your own mind... 



BOX OUTS 

If you want the finest information on 
what the game's all about or hot tips on 
some of the tougher bits, the wide 
selection of box outs are ideal for you. 


2ND OPINIONS 

If you're still not 100% 
sure whether you're 
going to take one 
expert's opinion, you'll 
find not one but two 
more snippets of 
advice right here. 


ALTERNATIVES 

Obviously not every 
game will be to your 
taste so if there are 
titles that might be of 
interest instead, they'll 
be outlined here for 
you to think about 


THE BREAKDOWN 

Sure, every game gets a rating but do they really mean anything? Of course they do - 
here's a detailed look at what we're saying in those all-important numbers. . 

9.0 OR ABOVE 

Naturally, games scoring a 9.0 or over are well worth your hard- 
earned cash otherwise they wouldn't score so highly. Hey, we're 
professionals - give us a bit of credibility here, okay? 

*7.5 > 9.9 

Although they haven't quite made it to the dizzy heights of 
greatness, games with this kind of score are still worthy of your 
attention and will no doubt keep you happy for a fair old while. 

5.0 > 7.4 

Yep, it's that tricky middle ground that a lot of games walk; with 
5.0 branding a game decidedly average, scoring up to 7.4 means 
you might want to try it if you're into that sort of thing 

2.5 > 4.9 

If your granny gets you a game with a score like this, it's probably 
because she doesn't know any better... or you just didn't tell her 
what you actually wanted. It's all your own fault really. 

0.0 > 2.4 

It's a sad fact that we have to review games this far down the scale 
but believe us - it's for your own good. Otherwise, you might 
actually go out and buy one of them shame on you! 


RATING 
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We can't see the woods for the trees... 


DIO VDU HnDlil: THE GRfTlE 15 RCTURLLV CRLLED DDUBUT5U nD IT1DRI + 



% * 


f | - , 

ro®«e® ©© ®3l 

L0OOOO 0© a* 
'OOOOO 9« - 



® IflFORfllRTIDn 


ANIMAL FOREST + 



PUBLISHER: 

NINTENDO 

mrfLOPEft: 

IN-HOUSE 

PRICE: 

£79.99 

1M 

JAPAN 

PLAYERS: 

1 

5THT5 


Think graphics are the only important thing about 
a good game? Then prepare to be proven wrong... 

ANIMAL 


| THE RRST COMMUNICATION' GAME 
I HELP PEOPLE OR CAUSE CHAOS 




remember a little thing called 'gameplay' that we used 
to get in our games many moons ago? Sadly, it's 
something that appears to be dying out in this day and age of 
gaming - with the onset of incredible technology that can create 
some of the most mind-blowing graphics imaginable, many 
developers these days are spending too much time making their 
games look pretty and not enough making them... well, fun. 
Thankfully, Nintendo hasn't fallen foul of that stumbling block just 
yet - and after playing it for countless hours (and wading through 
enough Japanese text to drown even Godzilla himself), we can 
happily tell you that Animal Forest + is no exception. 

Initially out in the dying days of the N64, Animal Forest + is more 
of an update than a full-blown sequel, improving the original game 
with better visuals (well, slightly better anyway) and a whole slew of 
new features to get your teeth into. But exactly how many new 
features do you get? Well, plenty actually - with extra items, the 
expanded opportunity to visit your friend's village if you know 
someone else with the game and plenty of GBA connectivity, what 
more could you possibly ask for? Now, repeat after us - we need 
Animal Forest +, we need Animal Forest +... 
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“IF YOU’VE ALREADY 
FORMED THE OPINION 
THAT IT’S CRAP JUST 
BECAUSE IT LOOKS A 
BIT DODGY, YOU’RE 
LUCKY WE DON’T KNOW 
WHERE YOU LIVE’’ 



TAKE IT TO 
THE BANK 


2s 
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When you first arrive on your island, 
you'll have nothing but the shirt on your 
back... not exactly the ideal situation to 
be in when you're starting a new life, 
eh? Thankfully, you'll be met by Tanuki - 
he's the local store owner and all-round 
nice guy... err, raccoon. He's willing to 
lend you a bit of cash to get yourself on 
your feet (and buy a small, but 
perfectly-formed, hut), but you'll 
obviously have to repay him in some 
way. To begin with, you can work part- 
time in Tanuki's store and do odd jobs 
for him - instead of being paid, he'll 
simply take the amount you earn off of 
your debt. Later on though, you'll have 
to start coming up with the cash 
yourself and making regular deposits at 
the Post Office... the quicker you pay off 
the loan, the faster you'll be able to take 
out another one to make your hut even 
bigger and better. Don't forget that as 
well as lending you money, Tanuki will 
also want to sell you furniture and other 
items... although you might be able to 
get them for a better price (or even for 
free) if you work hard enough. 


| WINTER - BRRRftl 


FOUR 
SEASONS IN 
ONE GAME 

The thing that's interesting about Animal 
Forest + is that it's one of the first games to 
base itself fully on the internal clock of the 
console - anything and everything in the 
game revolves around it. Fancy playing the 
game at 1 am because of a bout of 
insomnia? Fine... it'll be pitch black outside 
and most of the villagers will be fast asleep. 
Turn on Animal Forest + in the middle of 
December and it'll most likely be snowing, 
while you'll find brilliant sunshine in July 
and light showers in April. It might not 
seem like much, but attention to detail 
such as this is what makes the game so 
absorbing. Being tied to the real-time clock 
makes it so much easier to just pick up and 
play (rather than having to spend hours at 
a time doing it) but also gives you a reason 
to play; there's always something new 
going on throughout the year... 



Mmm, pretty flowers. You can donate any bugs 
and butterflies you catch to this glorious area. 
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MAKING A DIFFERENCE 
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ELLO, ’ELLO, ELLO 

On the other side of the coin, surviving on the island if things 
get tough can only mean one thing - learning to scavenge and 
pull a few fast ones. Take your house, for example; if it's 
been a while since you picked up some new furniture, it 
might be worth wandering down to the local police 
station for a quick gander around the Lost And Found. 
Sure, it's not strictly your property... but the policemen 
don't know that! Spot something you like? Then just 
claim it for your own and make a run for it, before 
anyone notices. If you're desperate, you can also head 
for the Rubbish Dump (where all the villagers leave 
their unwanted belongings) to see if you can score some 
new goodies. There's usually something good lying 
around there like clothing and writing paper, even if it's 
only worth taking down Tanuki's store to sell - 'waste not, 
want not' as the saying goes... 



If you want to feel 
good about yourself 
while living in Animal 
Forest, you’ll want to help 
out around the place - 
making the forest look good, 
running errands for your 
neighbours and 
corresponding with people 
who write to you are just 
some of the things you'll be 
doing to while the hours 
away. You can also catch 
bugs and fish before 
donating them to the local 
museum for display, 
although that's not the only 
thing they have on show! 


1. DIG LIKE YOU MEAN IT! 

Get yourself a shovel and start 
digging up the cracked sections 
of ground around the forest - if 
you're lucky, you might just find 
a fossil or two! 


Take them over to the curator of 
the local museum and he'll 
examine them for you. Not 
surprisingly, the old chap gets a 
little excited about your find.. 


3. SEND IT IN A LETTER 

The fossils need to be cleaned 
before you can do anything with 
them; send them off to the 
museum by post and they'll do 
the whole process for you. 


4. RETURN TO SENDER 

Wait a couple of days and you'll 
get your fossils back in the post 
Although they'll look nice in your 
house, it's better to share them 
with the world.. 


5. LOOK BUT DON’T TOUCH 

Head back to the museum and 
hand over your rare fossils - the 
curator will be happily display 
them for you, complete with 
your name on the plaque. Yay! 




Animal Forest + is one of those 
rare games that really is totally 
incredible, even though explaining 
exactly why is difficult to put into 
words. If what we've described 
here on these pages sounds dull, 
we can assure you that it isn't - 
the way the game pulls you in to 
see what's going on, as well as 
keeping you playing (even when 
there isn't much going on) is 
tantamount to how deep the 
whole experience is. Nintendo has 
this unique and incredible knack 
of coming up with some of the 
most playable games around - 
and Animal Forest + is no 
exception. If you've already formed 
the opinion that it's crap just 
because it looks a bit dodgy 
(which isn't strictly true, as the 
style matches the game perfectly), 


then you're lucky we don't know 
where you live. Grr. 

As well as all the things we've 
listed throughout this review, one 
of the more interesting points is 
that you don't have to play the 
game alone. That means that 
while you can only have one 
person actually playing the game 
at any one time, there are four 
huts in the village - which means 
that you can have up to four 
players living on the same island. 
What's more, you can download 
your character to a separate 
memory card and pay a visit to 
your friend's island; this opens up 
all manner of possibilities for 
finding rare items, making new 
friends (the creatures in your 
friend's village even send you 
letters when you go home!) and 
























w UNK IT UP: Of course, Animal Forest + is one of the 
first games to link up to the CBA. we've done a 
whole feature about it over on page 26! 



TIME AFTER TIME 

Of course, everything in the game being tied to a real-time clock 
means that you'll be able to do all the things that you'd do in 
real life inside the game... including celebrating holidays and 
other special events. What does that mean? Why, presents of 
course! Be sure to tell any villager that asks when your birthday 
is - when that date rolls around, you'll find your mailbox 
bulging with gifts of all shapes and sizes. Christmas and New 
Year are also examples of when you can expect nice stuff for 
free... we even found ourselves with a fully playable NES for 
Christmas, complete with a copy of Balloon Fight ! Seeing as this 
is the Japanese version of the game though, you also get all 
manner of cultural holidays - for example, we'd never examined 
flowers or tossed beans out of our front doors to ward off evil 
spirits before, but now we're experts at both tasks. Hoorah! 



© Yes, officer - all 
these lost items 
belong to me. No, 
really they do... so I'll 
be off witn them, ok? 
Great - bye! 



"THERE ARE SO MANY THINGS 
IN ANIMAL FOREST + THAT MAKE IT 
A TRULY MOMENTOUS GAME... AND THAT’S 

WHY WE THINK IT’S SO GREAT” 


sir 01 ooo*frt 
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generally enjoying the game even 
more. It's things like this that make 
it a truly momentous game... and 
that's why we think it's so great. 

Of course, you're probably 
wondering why, if we love Animal 
Forest + so much, the game didn't 
score above a 9.0. Basically, it's 
because this review covers the 
Japanese version of the game - 
there's tons of text in the game 
that makes it nearly unplayable to 
those of you who aren't up on your 
kanji. Thankfully though, Nintendo 
is working on bringing Animal 
Forest + to the US, which means 
that we're not going to miss out on 
the delights of the game - believe 
us, we'll be notching the score way 
up when it finally makes it to 
English-speaking shores... 

MARTIN 



ANIMAL FOREST + 

TvpmHL mnTEnpn - fresh. Fun nnp REUdLUTianFiRV 
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The weakest part of the game.. for 
those that don't look past the basic 
visuals to see the gem beneath. 

RUDID 

Typically melodic and Japanese - 
ideal for the kind of music that this 
game needs. 

ERmEPLHhr 1 

How many other games allow you to 
take it at your own pace and do what 
you want, when you want eh? 

LIFE5PRn 

As far as we can tell, it never ends - if 
that's not a good enough lifespan for 
you, you're very strange indeed. 

□ RIGinRLITV 

Apart from the original Animal Forest 
game on the N64, you really won't 
have seen anything like this before. 


ALTERNATIVE 


OPINION 



SHENMUE II 

The closest 
thing (aside 
from Animal 
Farest +) 
you'll get to 
living a life 
within a 

videogame . even if we did think 
that the whole thing was really 
damn boring. 

ANIMAL FOREST 

The original 
N64 game is 
rather 
similar to 
this new 
GameCube 
version in — 

every way, but then that's probably 
because it's almost the same 
game, well, can you blame them 
for making it so alike? 


BEAST-ALICIOUS! "It looks a 
bit cack, but underneath the grime lies a 
game of pure gold... marvellous!" 

3 

WANT IT! "Right, that's it - I'm 
quitting my job so that I can spend all 
my time playing this great game. . ." 


PINAL SCORE 




1 


THERE’S NOTHING ELSE LIKE ANIMAL 
FOREST - IT S NOT FOR EVERYONE, 
BUT TO TRY IT IS TO LOVE IT... 



























VER.2002 SEGA tries to topple FIFA and ISS! 



“AMUSEMENT VISION HAS 
WORKED A MIRACLE, BUT WOULD 


VIRTUA STRIKER 3 VER.2002 


YOU EXPECT ANYTHING LESS 
FROM THE STUDIO THAT BROUGHT 
US SUPER MONKEY BALL?” 


STAB 

GAME 
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SPOT-ON ARCADE CONVERSION 




OFFICIAL ADIDAS BOOTS LICENCE 


GORGEOUS STADIUMS 


OFFICIAL JFA LICENCE 


IN-DEPTH INTERNATIONAL CUP 


RELEASE DATES 


- - 




Cube was 
prepared for 
the worst - 
instead, we're 
having to find 
reasons to 
knock the 
score down... 






- there have only ever been two 
successful football games; EA's 
FIFA series and Konami's International SuperStar 
Soccer series. Both have been around since the 16- 
bit era and both have their own merits. FIFA has 
always had the official licence (hence the name), 
boasting the proper names and stats for every 
player, team and stadiums. ISS has always been the 
favourite in terms of gameplay, but as far as the 
mass market goes, FIFA comes off better every time. 

The Virtua Striker series has also been around 
for a good while but, to be honest, it has never 
been worth looking at. Graphically the series has 
pushed every machine that has hosted it, but the 
sloppy gameplay and (at times) appalling 
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HAPPY CHAPPY: Taking penalties is a very 
straightforward affair. Point in the direction you want to 
face, select your power and then aim the ball. 
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STATE OF PLAY 


STICK THE BOOT IN 
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No matter how glorious the game may be, it means 
nothing if it doesn't play well, and previous games in the 
Virtua Striker series have fallen foul of this in a big way. 
Thankfully, Amusement Vision has got it just right this 
time, and despite having arcade gameplay, the control 
system still allows for some intricate moves. The main 
controls revolve around Short Pass, Long Pass and Shoot 
(A, B and X). Passing without a direction will see you 
passing to the nearest player, whereas passing with a 
direction will let you kick the ball wherever you please. 
Holding down the Shoot button will bring up a power 
bar of sorts. A full bar will give you a long distance, rising 
shot as opposed to a low, drilled shot. 

Crosses can be controlled on your chest by leaving 
the joystick in neutral. Headers come courtesy of the 
Pass buttons and volleys are possible by tapping Shoot 
at the right point. 

The L Trigger allows you to make substitutes at any 
point in the game, with the R Trigger and Z Trigger 
being used for formation and aggression changes during 
the match. 

You may notice the distinct lack of a Run button, and 
whereas this seems foolish to begin with, you soon 
realise that it's a stroke of genius. By playing intelligently, 
you can create great through balls allowing players to 
break away. Otherwise, it's very difficult to break away, 
and the catch-up system means that passing is the way 
to move forwards, not running. 


computer Al turned most people away. No game 
in the series has ever scored very highly and every 
review has always had the same undertone: looks 
great, plays crap. Even as late as last November, 
Virtua Striker 3 ver.2002 was still a host to the 
same old problems: passes not going where they 
should, players suddenly breaking off just before 
they get to the ball, team-mates standing around 
while the ball rolls straight past them. At that 
point we tried our best to forget about the title. 
Amazingly though, Amusement Vision has worked 
a miracle in the space of a few months. How the 
tables have turned, but would you expect 
anything less from the studio that brought us 
Super Monkey BalH 


One area where every football game (apart from FIFA) loses out is the 
official team licences, but VSJ's comprehensive Create-A-Player mode more 
than makes up for it Here you can change everything: hair, eyes, beard, 
glasses, height, build, name and (of course) the type of boots you're 
wearing. Having the rights to use the official Adidas range of boots has 
allowed Amusement Vision to go to town on the footwear, with every 


panel looking like it has been individually modelled. Even the studs are 
made of polygons - this doesn't only appear in the Create-A-Player mode, 
but also in game. Along with the players, you can also choose how your 
manager looks - hey, you've got to have respect for the man in the dugout. 

All these edit options allow you to make your team look just like the 
real-life players - who needs an official licence? 


AS GOOD AS IT GETS 
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VS3 may be an arcade game, but this doesn't stop the rest of the 
game being as close to the real thing as possible. The crowds are 
easily the most impressive attendees ever to grace a sports game. 
We don't know how the developers have done it, but every one 
of the tens of thousands of supporters is animated individually. 
They act like a real crowd as well, with the relevant side 
becoming more animated and vocal depending on the action. 

Depending on the importance of the match, the attendance 
will vary. For an insignificant friendly, the stadium may only be 
half full, in which case the smaller, die-hard crowds will be more 
spread out and thus more animated. Because of the long-distance 
nature of the international match-ups, you'll also have some 
matches where the home team has a packed house, but the 
away team's terraces are nearly completely empty. 




GameCube chucks polygons around 
like there's no tomorrow. 

ISP 
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Amusement Vision's experience with Super Monkey Ball has obviously 
paid dividends, as VS3 is arguably the best-looking game on the system. 
Almost everything that you see is modelled in full 3D, creating an 
environment that looks every bit as good as the renders on the front 
cover. The official World Cup stadiums are all in there - there is NO 
difference between them and the real things. The concrete blocks even 
have stains running down them. Skyscrapers and car parks line the 
horizon and there are even dugouts complete with dynamically animated 
subs, trainers, coaches and, of course, the manager. 

All the officials are in place and player/official interaction is really 
convincing. The offside ruling is near perfect - we haven't yet had one 
occasion where the linesman's decision was dodgy. In fact, VS3 is the 
closest example of real football that we've come across. 


All 25 (three officials, see?) of the 
participating players are extremely detailed. 


THE BEAUTIFUL GAME 





"We create the first 
'and foremost 
entertainment." That's Amusement 
Vision's company logo, and an 
extremely apt one it is too. Already 
we've had the sublime Super 
Monkey Ball , and now this. We've 
had real problems with this game; 
as we've played it more and more 
though, all manner of great 
additions keep making themselves 
apparent. It's now got to the stage 
whereby we're having to be 
ridiculously harsh so that it doesn't 
look like we've been bribed. 
Needless to say, Cube would never 
do that - it's just that Virtua Striker 3 
ver.2002 really is that good. 

The first thing that hits you is the 
delicious front end. The intro music 
smacks of a big event and by the 
time you've watched the intro, 


you're ready to get stuck in. But 
that was just an intro - the 
graphics couldn't possibly be that 
good, right? This is where you 
suddenly realise what the little box 
is capable of. The wave of 
substandard PS2 ports may well 
have lowered your expectations, 
but VS3 marks the start of things to 
come. The in-game graphics are 
identical to the intro sequence. 
How the developer has managed it 
is beyond us, but all 22 players are 
lusciously detailed, right down to 
the stitches on their boots and the 
padding in their shin-pads. Then 
there is the referee, the linesman, 
the coach, the trainers, the 
manager and the subs. Oh, did we 
forget to mention the tens of 
thousands of crowd members (all 
individually animated) and the 


outrageously detailed stadiums? We 
probably also forget to mention 
that at no point does the game 
ever drop below 60fps. 

Okay, so it looks great. We don't 
expect any other football game to 
better it. This is where it could all 
go wrong, but the quality of the 
graphics are mirrored in practically 
every aspect of the game. The 
arcade gameplay basically means 
that the game has a catch-up 
mode. Break off with the ball and 
the opposition will catch up with 
you - this succeeds in making the 
game far more exciting than it 
would be and it will take some 
intuitive passing to make those 
through balls work. 

Amusement Vision has gone to 
town on the options and much has 
been added to the basic arcade 





















''GIMME RESPECT!: The players have all manner of 
celebratory moves and their facial expressions change 
accordingly. You really feel a part of the action. 



Setting players specific training tasks will 
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IN AT THE DEEP END 

For those of you who really get into your football, VS3 
provides the most in-depth season option that we've ever 
come across. Upon starting the Road To International Cup 
your team will be of average abilities. You'll need to arrange 
various training sessions and friendly matches, as well as 
assign specific training orders to specific players in order to 
get their stats up to respectable levels. 

You can also arrange tours for your team, which will see 
you travelling by coach or plane to set destinations. Once 
there, you'll stay in a hotel and receive updates every now 
and then as to who is offering to play you and how your 
team is doing. A long tour may see your stats improving, but 
it will also make general team motivation decrease, so a 
good balance is needed. Depending on your success, your 
World Ranking will increase, resulting in more difficult 
matches. Every now and then, you'll also have new players 
emerging from the B Squads, who may turn out to be your 
next star player. Eventually you will end up with an awesome 
team, which can then be used in standard versus matches. 
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premise in order to provide a 
lasting experience. If you want 
more than a simple versus match, 
the Road To International Cup 
provides an in-depth World Cup 
mode, in which you can train, go 
on tour etc. This on its own will last 
for months, but then there's always 
the two-player, standard training, J- 
League and Penalty Kick modes. 

The only real downside is that 
there's no commentary. To be quite 
honest, we were so impressed by 
the game, that we didn't even 
notice until we came to review it. 
Lightweight footie fans will love 
VS3 for its accessibility; footie nuts 
will love it for its attention to detail 
and near-perfect gameplay. ISS will 
provide a different experience, but 
will it better it? We don't see how... 

CHANDRA 


“LIGHTWEIGHT FOOTIE FANS WILL LOVE 
VS3 FOR ITS ACCESSIBILITY; FOOTIE NUTS 
WILL LOVE IT FOR ITS ATTENTION TO 
DETAIL AND NEAR-PERFECT GAMEPLAY” 



VIRTUA STRIKER 3 VER.20Q2 
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UIBURL5 

Stuff that dreams are made of. No, 
actually, you wouldn't even dream that 
they could be this good. 

RUDID 

Great, dynamic crowd noises, all fitting 
in with the action at that moment in 
time. No commentary though. 

ERfTlEPLRM 

Different to FIFA, but once you get 
used to it you realise that it's light 
years ahead. On a par with ISS. 

LIFE5PRn 

The two-player mode along with the 
enormous International Cup and 
Ranking mode will keep you occupied. 

□RiGinnuTv 

Well, it's football, isn't it? Despite being 
a tried-and-tested formula, AV has 
added some neat and original touches. 



ALTERNATIVE 


FIFA 2002 

We thought 
that FIFA 
was okay 
when we 
first got it. 

Now we 
know 

differently though, because it's 
hardly changed. It does have the 
official licence though... 

ISS 

ISS on any format is a fantastic 
experience, 
but we've 
always had 
a soft spot 
for the N64 
versions. Ah 
the sweet, 
sweet memories... oh, and the 
constant badgering of Simon 
because he's crap at it. 


OPINION 


GOOOAL! "I hate football... but I 


love Virtua Striker 3\ It looks amazing 


and plays like a dream - totally ace.' 


SCORED! "Fast, fluid and damn 


splendid. VS3 is everything you could 
ever want from a footie game 


FINAL SCORE 




SUPERB GAMEPLAY, DREAMY GRAPHICS 
AND TONS OF OPTIONS - IT’S WHAT 
THE GAMECUBE IS ALL ABOUT. 
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We feel horribly violated now... 
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CEL DAMAGE 


publish; ea games 


PSEUDO INTERACTIVE 


5TRT5 
| C&-SHADED ACTION 


| TEN ‘WACKY' CHARACTERS 


| TONS OF VICIOUS WEAPONRY 


112 DIFFERENT STAGES 


| USE IT TO TORTURE YOUR MATES 


RELEASE DATES 


n 

JUNE '02 TBA 


We've never actually felt pain while 
playing a game before, but this one 
certainly came pretty darn close. 

if you will, a typical Thursday afternoon at Cube Towers - 
it's getting close to deadline and there's still tons of work 
to do. Unfortunately, one of the things that's remaining is the final 
game for the reviews section; it's been sitting around for a few weeks, 
mainly because it's such a bad game that no-one wanted to touch it 
with a ten-foot pole. Of course, unless we wanted four blank pages in 
the mag then it had to be done... honestly, you wouldn't believe the 
agony we put ourselves through just for you lovely readers sometimes. 

Yes folks, Cel Damage stinks - and what's worse is that it's not one 
but a whole shopping list of things that makes it difficult to play 
without wanting to run away and never play a game ever again. The 
premise is sound enough; think of any deathmatch game like Quake or 
ColdenEye, change the characters to cars, chuck in loads of over-the- 
top weaponry and you've got Cel Damage. Sadly, what sounds good in 
conception turns out to be a complete arse to play - why EA never 
actually noticed this before it bunged the game onto the shelves really 
makes us wonder what the world is coming to. 

We've been through enough pain and suffering to last us a lifetime 
with Cel Damage - the least you could do is see exactly why 
you need to avoid this game like a dose of the clap... 





















IT'S H TDUGH CHD1CE, BELIEUE US. 


r BOSSY BOOTS: Complete each level of a theme 
once in each mode to unlock that theme s boss 
character - another toon with a mean attitude. 


nave 
brainstorming 
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“A VIDEOGAME REVIEWER’S LOT 
IS NOT ALWAYS A HAPPY ONE - 
ESPECIALLY WHEN WE’RE FACED 
WITH TAT LIKE CEL DAMAGE” 


SHALLOWER THAN A PUDDLE 

Cel Damage is split into three distinct modes, each offering a 
different style of play... and each entertaining for about ten 
minutes before you get rather angry. 

GATE 
RELAY 

Remember at school 
when your PE teacher 
used to make you do 
shuttle runs and sprint 
back and forth between 
two points? Well, that's 
what you've got here - 
there's a gate at either 
end of every level and 
you have to race 
between the two 
constantly until you 
notch up 20 passes. 

Sounds crap, doesn't it? 

You're right. . it is. 


SMACK 

ATTACK 

Your basic run-of-the-mill 
deathmatch - it's you 
against six of the other 
toons (the regular 
characters plus an extra 
boss toon that you can 
unlock by winning a 
whole load of matches) 
in a fight to the death. 
The first to the set 
amount of ‘smacks' wins; 
however, one kill is worth 
several smacks, so it's 
easy for the lead to 
change constantly. 




ATTACK 


FLAG 

RALLY 

The toughest mode of 
the lot to win - you have 
to drive around and 
collect four flags before 
heading for the winner's 
cirde. ‘Hie only problems? 
The flags don't like to be 
caught so they're 
constantly running 
around like headless 
chickens and getting 
killed makes you lose ALL 
the flags you're carrying. 
Considering how easy it 
is to snuff it and the fact 
that you need to have all 
four flags at once before 
you can win, it's really 
frustrating. Argh! 


FLAG RAliY 


IT’S TOON TIME 


A cartoon game means cartoon characters and, not surprisingly, that gives the developers a whole 
lot of freedom to come up with a massive bundle of weird characters. Check out this scary bunch. 
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VIOLET 


As you can probably guess 
by the fact that she's got 
skulls in her hair and purple 
skin, Violet's a demon. She's 
really not the kind of girl to 
mess with. 


SELECT R SACK. 
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1SINDER 


This devil was apparently so 
chaotic, Satan kicked him 
out of hell - now likes 
nothing better than 
shredding other cars into 
pieces of woodpulp. 


B T BRUNO 


He drives a bulldozer, eats 
lots of bad food and loves 
listening to Elvis... if you ask 
us, this guy sounds a hell of 
a lot like our very own 
editor, Simon. 


FOWL MOUTH 


Let's get this straight he's 
a duck, right? But he's also a 
gangster and says things like 
'Quack, see?'. Err, okay 
whatever you say. We'll just 
back away quietly. 


■ DOMINIQUE TRIK 


1FLEMMING 


We're pretty sure Chandra 
used to go out with this girl 
- she's heavily into all 
manner of whips, chains 
and leather. Mmm, we like 
her a lot. 


The stereotypical nerdy-type 
- driving in his high-tech 
hovercraft, he's got all kinds 
of gadgets and gizmos 
tucked away in there and 
he looks nothing like Mart. 
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CEL DRfTIREE 


DANGER! 

DANGER! 

I TRAPS AROUND 
EVERY CORNER 

Of course, it's not just those 
pesky toons with their 
weapons of mass 

1 destruction that you've got 
to watch out for - every 
stage also has a number of 
dangers and traps that you'll 
have to look out for. 
Naturally, these nasties are 
themed to the surrounding 
level; you've have to watch 
out for alligators and piranha 
in the swamp stages, UFOs 
and alien mushrooms in the 
space levels and... err, giant 
weights and magnets in the 
Wild West areas (eh?). You 
can also use them to lead 
other characters into trouble, 
because most of the traps 
are activated by hitting a 
target near by... or at least, 
you would be able to if the 
enemy Al didn't make sure 
that your opponents dodged 
them every time. Damn. 




WEAPON OF CHOICE 


READY, AIM... FIRE AT WILL! 

There are 36 weapons to cause mayhem with in the game, although these are split into 
three different categories - primary weapons, personal weapons and pick-up weapons. 
Primary weapons (which are specific to each character) are weak and useless; in direct 
contrast, personal weapons are big and powerful but harder to find around each stage. 
Pick-up weapons can be used by everyone and come in many forms, from chainsaws 
and baseball bats to giant sawblades and giant bomb-filled canisters. 

Unfortunately, the weapons are one of the reasons why Cel Damage is more 
frustrating than fun to play; they're totally unbalanced and take away all the skill of the 
game. Just deciding which character to play as, can give you a severe disadvantage - for 
example, Sinder and Dominique Trix have 'instant death' primary weapons, while Violet 
has one which is impossible to aim. The pick-up weapons also ruin it because each level 
only contains a few of them; much of the time, one is significantly stronger than the 
others and so it becomes a battle of who can grab that weapon and keep hold of it, 
rather than anything to do with skill. Not exactly a good thing in a game like this... 




- : 


^ Hit the tai 


arget and you'll summon 
UFO. 


burning UFO death from above 


Oh lordy... to have 
such bad luck as to 
review some bad GameCube games 
last issue is enough, but two 
months on the trot? Bah. Honestly, 
it's almost enough to make you 
throw down your joypad and take 
up knitting or thimble collecting 
instead... nevertheless, it's the way 
of things. A videogame reviewer's 
lot is not always a happy one - 
especially when we're faced with tat 
like Cel Damage. 

Now, given that Cel Damage is 
cel-shaded (and therefore looks like 
an interactive cartoon) the initial 
feeling about the game is that it's 
going to be fun - after all, it's got 
more weapons than the ACME 
factory and a bunch of 'hilarious' 
characters... what could go wrong? 
Well, quite a lot as it happens. 
Despite being one of those all-out 
violence games where you'd expect 
to have a laugh for at least five 
minutes, the whole experience just 
seems totally lifeless as if 


someone's sucked the soul of it 
with a massive vacuum. 

Visually, it's not too bad - the fact 
that it is cel-shaded has given the 
developers plenty of freedom when 
it comes to the actual design of the 
levels and characters. Cars warp and 
bend when they turn corners or 
crash into things, while the levels 
are suitably exaggerated and 
colourful... being a cartoon game, it 
all does exactly what it says on the 
tin even though it's not exactly 
impressive in the long run. The 
same goes for the audio which is 
blended to match each of the four 
environments rather well - although 
the comical comments made by 
each character when they snuff it or 
score a kill gets annoying quicker 
than we'd like. 

However, it's not the graphics or 
sound that we've got a problem 
with; it's the fact that, as a game, Cel 
Damage is totally uninspired and 
downright fatuous to play. For 
starters, it's hideously limited - there 





























"PUT SIMPLY, CEL DAMAGE IS 
A DOG'S DINNER OF A GAME 
- IT’S PRACTICALLY ND FUN 
TO PLAY AND CERTAINLY 
DOESN’T DO THE GAMECUBE 
JUSTICE AT ALL” 




HOW TO LOSE 
FRIENDS AND 
ALIENATE PEOPLE 


Don't like your mates? Then make them play 
Cel Damage with you! You see, being a 
deathmatch-style game that it is, it's no 
surprise that Cel Damage comes complete 
with a requisite four-player mode. 

Thankfully, it's a little bit more enjoyable 
than the one-player game. . but not by 
much. The game itself doesn't suffer for 
having four players on the screen at once, as 
the graphics happily maintain a smooth 
frame rate throughout Despite having more 
people to enjoy the experience with though, 
there just isn't that vital spark to make 
playing against your friends fun; to be 
honest, it seems like more of a chore and 
you'll soon be trying to find something 
better to play after a short while. Ultimately, 
we find it hard to suggest that you pick up 
Cel Damage for the multiplayer options 
alone - considering you've got four-player 
titles like Super Monkey Ball, Super Smash 
Brothers Melee and Wave Race: Blue Storm 
to choose from, it's hardly an option really. 


A 


are only three game modes, two of 
which are just mind-numbing to 
play (especially the Gate Relay... 
racing between two gates 
constantly? Yeah, great fun). On top 
of that, there are only 12 stages to 
explore and four different 
environments - you'll have seen 
them all in the space of a day, if you 
can muster up the effort to play it 
for that long. Then there's the 
weapons which are totally 
unbalanced and change Cel 
Damage from a game of skill to a 
farce of winning if you're lucky 
enough to get the best weapon on 
the level... do you want us to go on? 

Put simply, Cel Damage is a dog's 
dinner of a game - it's practically no 
fun to play, has no depth to it 
whatsoever and certainly doesn't do 
the GameCube justice at all. With 
EA slowly building up a reputation 
for making lazy ports and updates 
in the name of profit, this certainly 
isn't going to do it any favours... 

MARTIN 
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UI5URLE 

Admittedly, the cel-shaded animation 
of Cel Damage is nice - it's suitably 
pretty and over-the-top as well. 

HUDID 

The 'witty' comments made by each 
character are quite funny the first 
time around... but that's it. 

ERITIEPLFIV 

One question, where is it? After less 
than an hour of playing, we wanted 
to run away and cry in a corner. 

LIFEEPRfl 

With only 12 stages and three game 
modes, you'll have seen it all in less 
than a day. Rubbish. 

□ RIEinHLITV 

Games like Vigilante 8 and Twisted 
Metal have done it all before... and 
they did it far, far better as well. 



ALTERNATIVE 


TWISTED METAL 
BLACK 

It might be 
on the PS2, 
but this is 
easily the 
best 

example of 
this type of game - maybe EA 
should have taken some notes from 
the developer, eh? 

SUPER SMASH 
BROTHERS MELEE 

Want a 
decent 
multiplayer 
game where 
you beat the 
heck out of 
each other? 

Then you really should think about 
getting this instead . you know it 
makes sense. 



OPINION 

BRAIN DAMAGE! 'Ouch, my 
head hurts. Looks bad, plays worse. The 
developers should be ashamed. . ." 

A 

ARSE! "Dear EA - why, oh why, oh 
why did you bother releasing this? Yours 
disappointedly, the whole Cube team." 


PINAL SCORE 





WELL, IT CERTAINLY DAMAGED 
SOMETHING... PLEASE, DON’T MAKE 
US PLAY IT ANY MORE. 


mULTI— PLRSHER 
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Go tell it on the mountain, brother! 



I FIRST ADVENTURE SNOWBOARDER 


SUMMIT 


THQ's first GameCube title is one of the best 'not wrestling' 
games it's done for ages... even if it is a little on the short side. 



snowboarding and you'll 
probably immediately think 
'sports game with lots of people racing 
down a mountainside', such is the way 
of things. Whereas most genres allow 
for a lot of interpretation, sports games 
can be especially limiting... heck, check 
out our reviews of both Madden NFL 
2002 and NFL Quarterback Club 2002 
if you don't believe us. Thankfully 
though, some developers have still got 
some divine inspiration tucked away for 
a rainy day and it's probably thanks to 
one of these pockets of imagination 
that we've got Dark Summit ... either 
that or someone's got some severe 
issues about aliens and the army that 
they need to resolve. 

In any case, Dark Summit is the first 
action/adventure snowboarding game - 
while the only method of travel is, 
indeed, by ploughing through the snow 
on a piece of wood, the last thing you'll 
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© What with all that hair, we're surprised she can 
even see what's coming let alone snowboard! 
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be doing is racing against opponents to 
the bottom. Instead, it's up to you to 
discover what's going on around Mt 
Garrick - there's toxic waste 
everywhere, the army have moved in to 
seal off the whole area and 
snowboarders are being kicked off the 
slopes left, right and centre. Could 
there be something dodgy going on up 
on the summit of the mountain? Well, 
of course there is - that much is 
obvious. Whether you've got the skill to 
put a stop to it is an entirely different 
matter though... 


EQUIPMENT 


UGLY BLOKE! 


“The r°° ur l „ 



SHOP TILL YOU DROP 


CREDIT CARDS AT THE READY... 

Considering that the game is mainly mission-based and 
therefore structured around completing certain tasks, you 
might think that the ability to perform some pretty snazzy 
tricks is redundant, yes? Well, you're wrong - the only way 
to be sure of getting through the game is to pull off as 
many stunts, grinds and moves as possible. You see, for 
every trick you perform, you'll be awarded Equipment 
Points; these mount up and when you've earned enough 
points to purchase a new piece of 'gear', you'll be told so. 
Changing your clothing and board might not seem like 
much, but each change will make you move faster and 
jump higher... pretty nifty, eh? 


“DESPITE SOUNDING LIKE A 
RATHER ODD PREMISE, DARK 
SUMMIT FALLS NICELY INTO 


ACTUALLY NOT BAD 
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IT’S FOR 
YOO-HOO! 


Keep your eyes open for tell¬ 
tale beams of coloured light 
coming down from the sky 
while racing down Mt Garrick 
- it means that there's a 
Challenge Com Link ahead. 
Skating beneath one of these 
massive satellite dishes 
(which, for some reason, are 
sponsored by Nokia... no, we 
don't know why either) will 
allow you to accept a mission 
from your mysterious ally. 

There are 45 of these to 
complete around the 
mountain, ranging from pulling 
off tricks and linking combos 
to burying the Chiefs base in 
snow and even reaching the 
toilet before your bowels give 
out from some laxative-tainted 
chocolate... no, really. 

Not all of the missions are 
activated by passing through 
CCLs, so you'll have to search 
the whole of Mt Garrick if you 
want to complete them all - 
you can check out your 
progress at the chairlifts, so 
you'll know if there's one 
that you've missed on the 
way down. 











DEMOLITION DERBY: Virtually anything that stands i 
your way as you speed down the mountain can be 
destroyed - you just have to plough straight into it! 
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Remind us never to go skiing on Mt Garrick it's 
a bit too green and radioactive for our liking. 


Trying to create a 
new genre is 
always a bit tricky - there's so 
much room for error, you could 
end up making a right mess of it. 
That's why we were quite 
apprehensive about Dark 
Summit... an action/adventure 
snowboarding game? Err, right... 
still, we have to admit that we're 
impressed with THQ's efforts 
because, despite sounding like a 
rather odd premise, Dark Summit 
falls nicely into the category 
labelled 'Actually Not Bad'. 

If you're looking for some sort 
of comparison, think the 
snowboarding 'mad trick' style of 
SSX Tricky combined with the 
goal-based structure of Tony Hawk. 
On top of that though, you've got 
the fact that there's actually a story 
behind the whole thing - 
something that really makes it feel 
as though you've got a purpose for 


playing, rather than just messing 
about on a snowboard. Each of 
the six levels is absolutely massive 
and the ability to be able to speed 
through several of them without 
stopping is something that 
impresses us greatly. Visually, Dark 
Summit doesn't disappoint - it's 
certainly not ground-breaking, but 
the graphics do the job admirably 
- and the thumping music adds 
the necessary oomph to the on¬ 
screen action. 

Sadly though, the gripe of there 
being not enough of Dark Summit 
to go round is quite a hefty one - 
with enough persistence, you could 
probably play through Dark Summit 
in the space of a few days, making it 
more of a renter than a keeper. True, 
finishing the game unlocks a bunch 
of new characters to play with... but 
seeing as the game is exactly the 
same with all five of them, there's a 
distinct lack of replay value right 


WHEN COWS 
ATTACK 


WE GET THIS ALL THE 
TIME IN DORSET... 

We're not usually ones for spoiling 
the ending of a game, but Dark 
Summit is a game we're willing to 
make an exception on. Why? 
Because it's got one of the 
stupidest twists in the storyline ever 
- a twist which is so out of the 
blue and pointless that it makes 
you wonder what the developers 
were smoking when they came up 
with it. Right up until the 
penultimate mission everything's 
going okay; we don't have a 
problem with the military taking 
over a mountain, radioactive waste 
going everywhere and aliens crash 
landing on the summit. But when 
the aliens start trying to take 
control of the local bovine 
population in an attempt to take 
over the world well, that's when 
we tune out. Pulling off tricks, 
collecting bombs and starting 
avalanches is great... but making 
cows explode by snowboarding 
straight into them? Get outta here! 
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ALTERNATIVE 


GOOD FUN WHILE IT LASTS, BUT 
UNFORTUNATELY THERE'S NOT 
NEARIY ENOUGH OF IT TO GO ROUND. 


there. The dodgy collision detection 
when trying to land on ledges and 
rails, along with the incredibly 
lacking two-player mode leaves a 
slightly sour taste in our mouths as 
well, which unfortunately brings our 
feelings about the game down 
several notches. 

Inevitably, Dark Summit is one of 
those games that falls between two 
stools - it's certainly not bad, but 
several annoying points prevent it 
from being truly great. We'd happily 
recommend it to people looking for 
something a little different to the 
games out there at the moment - 
much fun was had in the office 
playing the single-player mode, so 
that's a plus straight away. Of 
course, the fact that it's been 
languishing in the cupboard ever 
since we finished it though might 
ward off those of you looking for 
something a bit more long-term. 

MARTIN 


EHmEPLHV 

Despite what you might think, Dark 
Summit is actually quite fun to play., 
in a rudimentary sort of way. 

LIFESPRn 

It's rather easy considering how much 
there is to it; the extra secret boarders 
don't extend it much either. 

□ RIEiriRLIThr 1 

Snowboarding's nothing new, but 
throwing in a story element really lifts 
Dark Summit above mediocrity. 


“THERE REALLY ISN'T ENOUGH OF 
OARK SUMMIT - YOU COULO 
PROBABLY PLAY THROUGH IT IN THE 

A FEW DAYS" 


UI5URLS 

Not amazing, but certainly better than 
the PS2 version - this is more than 
just a regular port.. 


OPINION 


ICY! "Coming so soon after SSX Tricky 
and being slightly inferior, we find ourselves 
recommending that you avoid this." 

SIMON 


BOARD STIFF! "Dark Summit 
isn't all that bad, but it's not a patch on 
SSX Tricky... and it's over in a flash." 

MIKE 


RACE 
OR DIE! 


In addition to the single-player 
adventuring bit, there's also a head- 
to-head mode that allows you to 
bring a friend for some healthy 
competition. You've got three modes 
to choose from; Halfpipe Battle 
(where performing stunts for points is 
the order of the day), Race To The 
Bottom (pretty self-explanatory) and 
Wrecking Ball (which is almost the 
same as the race, except you have to 
destroy as much scenery as possible 
on the way down). Sadly, whereas 
the single-player game is quite 
involving and enjoyable, these 
multiplayer games feel incredibly 
tacked on - there's only one level per 
mode and even then they're all a bit 
boring and lifeless. If there's one 
thing we really don't like about Dark 
Summit, it's this bit... 


RAILIY ANNOYING 

Once you've managed to find all the missions 
and grab all five pieces of the bomb from around 
the mountain, you'll get to face the final 
challenge - an all-out assault on the Chief's HQ! 
While this is naturally meant to be quite tough 
(well, it is the final mission), it sadly goes a long 
way to demonstrating one of the most annoying 
aspects of the game; the awkward collision 
detection. The game is too pixel-perfect when it 
comes to landing on rails and ledges, meaning 
that anything less than what the game considers 
a flawless landing will result in you crashing to 
the ground. While we're all for games being 
unforgiving, this really is just a bit too harsh... 
especially when there's not a damn thing you 
can do about it besides starting the same 
mission all over again, just because you've 
reached the end and messed up the final jump 
for the hundredth time. Argh! 


RUDIE 

If ever the word 'pumping' was 
relevant to the soundtrack of a game, 
it's here - it's got banging tunes! 


□ARK SUMMIT 
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PUBLISHER: ELECTRONIC ARTS 

EA SPORTS 

£49.99 
US 

PLAYERS: 1-4 


• Unique two minute drill 
scoring system 

• Set the high score 


• Earn tokens for Madde 


• Up to 4 users can challengt 
each other 


■ FEATURES THE FULL NFL UCENCE 


■ COMPREHENSIVE TRAINING MODE 


5TRTB 
■ CONVERSION OF THE PS2 TITLE 


original Madden game 
Mill 11 1 1111 arrived on SEGA's 16-bit 

MegaDrive, it redefined the way people 
perceived the entire sub-genre of American 
football videogames. Prior to its release, fans 
of the sport had been offered fairly 
lightweight, arcade-based interpretations of 
the game, which either over simplified (or 
completely omitted) the more intricate rules 
of the activity. Since then, all this has changed 
and following the deserved success of the 
first title, the series has gone from strength to 
strength. Indeed, each new version of the 


The Madden series has been with us for 
over a decade - and now GameCube 
owners finally get a piece of the action. 


MADDEN 
























THE TDILET 


iEAMING UP: The game features the full NFL licence 
- consequently, it contains a massive selection of 
teams from both the past and present 

£A' team ge/pcf_ 
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IT 

REALLY IS HARD TO 
FIND FAULT HERE” 




NFL 


LIGHTS, CAMERA... ACTION 

At any point during a game, it's possible to pause the action and access the 
game's exceptionally well-implemented and easy-to-use Replay mode. This 
may not sound terribly exciting, but by fiddling around with the simplistic 
control interface you can zoom in/out, rotate angles and move to almost any 
point on the pitch you wish to see. Consequently, you can watch every 
bone-crunching tackle, every fumbled pass and every humiliating sacking 
again and again and again. It's also a great way to rub your mate's nose in it 
after you've scored a touchdown. 



game has offered yet more depth and 
complexity than its predecessor, but crucially 
they've all managed to stay accessible to 
novices - even if you know nothing about the 
sport, it's easy to get into the games. Having 
appeared on nearly every system known to 
man though, GameCube owners finally get 
the chance to find out what all the fuss is 
about Unsurprisingly, what you get with 
Madden NFL 2002 is the most recent title in 
the series, which (as chance would have it) is 
a slightly modified port of the PS2 version of 
the game... but don't hold that against it 




BACK TO SCHOOL 

If you're new to the sport of American football then the peculiar terms and 
bewildering amount of plays and moves is likely to seem daunting. Don't fret 
though, because Madden NFL 2002 has one of the most comprehensive and 
helpful training modes yet witnessed in a game of this type. Not only does the 
boy Madden talk you through the simpler aspects of the game, but he also 
explains every single play available to you. An on-screen telestrator even 
shows you what you should be doing. Excellent stuff. 
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TO LAST 

Were we to try and go 
through the finer points of 
every mode within the 
game, we could probably 
fill the whole magazine 
and still not have covered 
every detail - put simply, 
Madden NFL has every 
type of play mode and 
option you could possibly 
wish for. Quick game, 
Tournament, 
Season/Franchise and 
Situation modes are just a 
sample of the modes 
included. One notable new 
entry is the Two- Minute 
Drill option, where you 
must attempt to rack up as 
many points as possible 
within 120 seconds. The 
tension generated as you 
approach your personal 
best with just seconds to 
go is palpable. 
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When viewed up close you can appreciate just how 
detailed the player character models really are. 


:-VISION: The game contains a wealth of 

impressive visual effects; check out the way the 
player in the background is slightly out of focus. 

9 * 1 
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Well, what can you 
say? Without beating 
around the bush, Madden NFL 2002 
is one of the most polished, 
comprehensive and down right 
playable sports titles we've ever had 
the pleasure to play. With its 
Madden games, EA has come close 
to making the American-football 
genre its own and this GameCube 
version confirms that the company is 
quite clearly a master of the art. As 
with previous games in the series, 
Madden is accessible enough for 
complete strangers to the sport to 
understand and yet it offers 
seasoned pros enough options and 
depth to really become immersed in 
the whole experience. In terms of 
presentation it really is hard to find 
fault here, EA Sports games are 
famed for the amount of options 
they contain, but in this case they 
really have pulled out all the stops. 
There's something on offer for both 
solo players and those lucky enough 


to have a few friends. The former 
can get into the Season and 
Tournament modes - which will last 
for months and months, whilst the 
latter can indulge in some hugely 
enjoyable multiplayer clashes. 

It doesn't stop there though - the 
game also excels in the visual 
department The players are 
exceptionally well detailed and, when 
viewed up close, can be seen blinking, 
frowning and performing other little 
facial expressions. Animation is also of 
a high standard, whether it be the 
convincing fashion a quarterback 
crumples to the floor after being 
rushed or the cocky little celebratory 
dances that players perform after a 
touchdown... it's all good. Likewise, 
the stadiums are beautifully realised 
with some excellent lighting effects in 
evidence throughout. Only the slightly 
two-dimensional crowd takes the 
shines off things. 

Sound fares well, with some great 
grunts and groans really lending the 






















CARD SHARK 

Making a welcome return from the 
2001 version of the game are the 
Madden cards. Five different types 
are up for grabs including current 
players, historic players, teams, 
stadiums and cheats. The cards can 
be purchased with special tokens - 
these tokens are accumulated by 
performing certain tasks within the 
game itself. You can also trade your 
cards with friends, or risk gambling 
them over the outcome of a heated 
two-player match. 






action a hard-hitting feel. 
Commentary (so often an 
annoyance in sports games) is also 
of a high standard, with some 
surprisingly intelligent statements 
being made during the course of 
each game. Only the slight sniff of a 
lazy PS2 conversion spoils the party 
and you can't help thinking the 
game could have been even better 
had it been developed with our 
favourite console in mind, but that's 
just getting petty. Ultimately, 

Madden NFL 2002 is everything a 
good sports game should be - full 
of options, realistic yet fun to play 
and utterly compelling when played 
against friends. It's an age-old cliche, 
but even if you've never entertained 
the thought of buying an American 
football videogame you should at 
least give this quality title 
consideration. On the other hand, if 
you're already a convert then this 
really is essential stuff. 

SIMON C 
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© You won't get a view like this watching the Superbowl. You 
actually get to see from the player's point of view. Superb. 

"ONLY THE SLIGHT 
SNIFF OF A LAZY 
PSS CONVERSION 
SPOILS THE PARTY” 


LET’S 

PLAY 

If you eat, breath and sleep 
American football then this title 
will seem like some kind of gift 
from the gods. Every (and we 
do mean every) aspect of the 
game is featured, but what 
really amazes is the enormous 
number of plays on offer. There 
are literally hundreds of 
different moves to exploit 
meaning that, regardless of 
your game style, there will be 
something to suit you. It's even 
possible to choose from 
specific play books of real-life 
NFL coaches. 


MADDEN NFL 2002 


-priRT^ RimuIRTinriE RERLLV DDITT GET fTIUCH BETTER THRfl THI5. 


UIEURL5 < 

Visually this is sweet with great 
character animation, detailed 
stadiums and some fantastic replays. 

RUDID 

The sound of a crunching tackle will 
have you wincing and the commentary 
manages to be informative. 

ERmEPLRV 

A great control interface and tons of 
different play modes make this a 
real winner. 

LIFESPRn 

The tournament and career options 
will keep you playing into the small 
hours. Top extras too. 

□ RIEinRLITF 

It's an American football simulation, so 
you can't expect miracles, but this 
provides everything you could ask for. 


ALTERNATIVE 
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OPINION 


TOP! It's good! Make no mistake, this 
really is a first-class simulation of the 
sport Electronic Arts we salute you" 

MARTIN 

WINNER! I'm usually not keen on 
EA's rehashed sports titles, but this one 
really is a shining star above the rest... 

SIMON G 


THE FINEST AND MOST DETAILED 
INTERPRETATION OF AMERICAN 
FOOTBALL THAT MONEY CAN BUY... 





















































It's athletics... but without the effort! 
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ESPN WINTER SPORTS 2002 


PUBLISHER: KONAMI 


ESPN INTER 


IN-HOUSE 


WINTER 



PLAYERS: 1-2 


Try the new diet fad - burn off all that 
excess fat by simply wearing your fingers 
down to bloody stumps. Thanks, Konami! 
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You can tell that these athletes work out 
look at the lycra-dad buns on this guy! 


■mim thing to watch people 

throwing themselves down 
snow-covered hillsides on two bits of 
fibreglass, but actually doing it is something 
not many of us will achieve without some 
effort. Not many years ago though, all of us 
wanted to be Eddie The Eagle' Edwards 
(Britain's worst ski jumper) simply because 
he proved you didn't have to be any good 
to actually do something like that... 
although to be honest, we'd still rather 
stick to playing videogames than actually 
aiming to break every bone in our bodies. 
Does that make us shallow? Probably. 

So, following in a long line of Konami 
titles (such as Track And Field and... err, 
ESPN International Track And Field) ESPN 
International Winter Sports is the 
unofficial game of the Winter Olympics, 
even though the actual Winter Olympics 
will be long gone by the time 3 May rolls 
round. Anyway, what you've got here are 
ten different - or in some cases, 
remarkably similar - winter sports events 
for you to have a go at (mostly involving 
your fingers, the A and B buttons and a 
whole lot of pressing), ranging from 
skiing and skating to., well, skiing and 
skating. Oh, and curling. We mustn't 
forget the curling, eh? 
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CHAMPIONSHIP MODES 

|TRY BEATING YOUR MATES 

■ BASH THOSE BUTTONS LIKE MAD 
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NOT THE OFFICIAL OLYMPIC GAME 


TAKE PART IN TEN EVENTS 
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THANK HEAVEN 
FOR LITTLE GIRLS 
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RTS 3002 


For all you female gamers out there (and we know there's a 
few of you heck, you point it out enough on the forums), 
you'll be pleased to know that Konami hasn't neglected you. 
The Championship mode also has a specific women's side 
that reduces the number of events by one - even though 
figure skating is exclusively a female event - and allows you 
to play through the whole thing as a lady. In truth, it doesn't 
actually make any difference to the experience but at least 
Konami had the foresight to include it in the first place.. 







THE MAIN EVENT 


While ten events might not seem like very many (and indeed, it's not), there's sufficient 
choice in what you can do while playing the game to keep you busy... 


K90 INDIVIDUAL SKI JUMPING 

Here's a tough one - the fact that you 
need to push the Trigger buttons in at 
the same time makes scoring a perfect 
jump here rather tricky indeed. 


SLALOM ALPINE SKIING 

Well, wouldn't you know it for some 
reason, this event is exactly the same as 
the Downhill event except that the gates 
are smaller and more annoying. 




HALFPIPE SNOWBOARDING 

No pulling off the tricks here! Instead, you 
have to stop the meter at the right spot 
and then enter the button combination 
shown to impress the judges. 


500M SPEED SKATING 

You might think that this is nothing but 
a button basher - but you'd be wrong. If 
you don't ease off a bit on the corners, 
your skater will fall on their arse. 


BOBSLEIGH 

Pummel the buttons to get your men 
into the bobsleigh, then steer round the 
narrow track while trying to hit the 
totally realistic 'boost' arrows. Hmm 


CURLING 

Yes! The one winter sport that everyone 
forgets... there really is nothing like 
tossing stones down the ice, while 
scrubbing with a broom like crazy. 


FIGURE SKATING 

Trust Konami to fit in another of their 
franchises somewhere - think Dance 
Dance Revolution with a girl skating in 
the background and you've got it in one. 


K12Q INDIVIDUAL SKI JUMPING 

Less 'get the timing right' and more 
'pummel the buttons until your fingers 
go white', the K120 jump means you'll 
fly higher and further than ever before. 


MOGULS FREESTYLE SKIING 

You'll need a mixture of good timing (to 
hit the Trigger buttons as you fly over 
the moguls) and memory (to pull off 
the tricks) to get a decent score here. 
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DOWNHILL ALPINE SKIING 


Pretty simple, really - race down the 
mountainside, trying to steer through 
the various gates without falling over or 
crashing into the barriers. 




































E5Fn inTERnHTianHL UliriTER EPDRT5 edde 




We won't deny it - trying to come 
anywhere near first on a majority 
of the events in ESPN Winter 
Sports is bloody difficult. Most of 
the time, you'll find yourself 
coming last and even when you've 
honed your skills down to a fine 
art, you'll still be crossing the 
finish line a good five seconds 
behind the leader. That's why 
Konami have been kind enough to 
include a Trial mode; you'll be 
able to practice each individual 
event to your heart's content, 
without the humiliation of falling 
further and further behind the 
leader that the Championship 
mode offers. We played it for ages 
and actually managed to score 
gold in at least two events, so 
practice really does make perfect. 
Honest it does... ahem. 
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GOING FOR... GOLD! 

In an effort to bring gamers of world together in some kind 
of massive group hug, Konami has taken the step of 
coming up with the ESPN Winter Sports online challenge. 
Don't go getting excited just yet... it's not the first game to 
make use of the GameCube's (as yet unannounced) online 
abilities. Instead, you'll have to play through the 
Championship mode - either Men's or Women's - and 
complete it with enough skill to come first on the leader 
board. When you do so, you'll be rewarded with an 18-digit 
password; write it down and then head for Konami's Web 
site using a nearby PC to enter yourself on the worldwide 
leader board. No doubt there's an excellent prize for the 
winner, but we couldn't even get near the top 100. .. so it's 
back to the drawing board for us then. 
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© He'd better have thermal undies on or he's 
likely to get chilblains somewhere nasty... 
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Having been raised 
on a diet of games 
where button-mashing was very 
much the order of the day (hey, the 
original Track And Field is still 
played around the office today), 
we've got a soft spot for ESPN 
Winter Sports. Games that require 
little more skill that the ability to 
press two buttons alternately really 
fast are a damn good laugh, 
especially when played with mates 
- not surprisingly, Konami's latest 
effort has it in spades and that's 
why we had many a hour shouting 
at each other for encouragement 
and then whingeing how much our 
fingers hurt afterwards. 
Unfortunately, the problem lying 
therein is that we didn't have to 
cough up any cash for the game 
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while you'll have to pay upwards of 
£40 for it - that's why we can 
imagine that there might be more 
than a few disappointed gamers if 
we raved about it too much... 

The truth of the matter is that ESPN 
Winter Sports is a very limited game. 
There are only ten events (each of 
which can be whizzed through in a 
matter of minutes) and with the 
game mechanics being little more 
than a collection of button-mashing 
and stick-moving mini-games, you'll 
no doubt lose interest soon enough. 
It's also pretty unforgivable that only 
two players can play at once - a by¬ 
product of the fact that it's just a PS2 
port we guess - and only the mild 
lure of some hidden costumes will 
keep you practising the events long 
enough to score those rather elusive 

















































HEAD TO HEAD: Fed up of getting caned by the computer? 
Then bring along a friend to share in the humiliation! Just plug 
in another pad and compete to see who gets the worst score 



SPOT THE DIFFERENCE 

Right, now it's major gripe time. Above, we've printed two screenshots - one from 
ESPN Winter Sports and one from the upcoming Resident Evil, both on the GameCube. 
One takes full advantage of the GameCube's graphical abilities, while the other 
chooses merely to port across some bog-standard PS2 visuals and hope no-one will 
notice. Can you guess which one is which? Exactly. It's a complaint we've made in the 
past (and, no doubt, one we'll continue to make way into the future) but the fact that 
ESPN Winter Sports is nothing but a direct port of the PS2 game leaves us wondering 
if anyone but the really big names in game 
development cares that the GameCube can 
do much better than this. Ho hum... 



© Wee! The Bobsleigh is the fastest and most 
boring event in the whole game yawn. 
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“YOU’LL HAVE TO PAY 
UPWARDS OF £40 FOR THIS - 
WE CAN IMAGINE THAT THERE 
MIGHT BE MORE THAN A FEW 



Fun, BUT mDRE OF R THREE-fllGHT REflTER THRII F IT1U5T-HRUE FURCHR5E. 


gold medals. Of course, then there's 
the age-old argument that Konami 
hasn't improved the game one bit for 
the GameCube market, opting for a 
basic PS2 conversion instead... but 
that's had far too much use recently, 
so we'll stop right there. 

Undoubtedly though, ESPN Winter 
Sports is great fun while it lasts; 
playing against a friend will lengthen 
that time a little more, which can 
only be a good thing. Whether you'll 
be playing it after a week or so is an 
entirely different matter though and 
it is that fact alone (along with the 
point of it being little more than a 
straightforward PS2 port) that 
plonks ESPN Winter Sports straight 
into the 'Only If You're A Fan With 
Cash To Spare' bin. 
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Look out the PS2s are coming! The 
visuals are nice, but we know the 
GameCube can do so much more. 

RUDID 

Corny athletic music (think Casio 
keyboard stuff) and some average 
speech do the job sufficiently. 

ERmEPLRV 

Okay, so it's shallower than a puddle 
but if you're looking for a quick fix, 
this will do you just nicely. 

LIFE5PRn 

Again, ESPN Winter Sports won't last 
you an eternity; probably better to 
borrow it from your rich mate. 

□ RIGinRLITV 

We were playing games like this back 
when we were kids. Daley Thompson's 
Decathlon... ah, the memories. 



ALTERNATIVE 


ESPN TRACK 
AND FIELD 

The summer 
version of 
ESPN Winter 
Sports is 
more of the 
same, 
except 

you've got even more events to 
choose from. 

ESPN 

INTERNATIONAL 
WINTER SPORTS 

For some *mvmm 
reason, vjfy 

we're 

incredibly »»»» 

fond of the aa»»a 

GBA version 
of this game 

- it just works better on a 
handheld... 


OPINION 


THIN ICE "As a mulitplayer ESPN 


really does excel. However, playing on 
your own is a miserable experience 


SNOW GOOD... "If making your 
fingers bleed profusely for little reward 
is your bag, please go right ahead 


FINAL SCORE 


NOT TERRIBLE. BUT BUTTON 
BASHING REALLY IS AN ACQUIRED 
TASTE WHEN IT COSTS £40 TO DO IT. 



MARTIN 
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PUBLISHER: AGOJUM 


WHETHER, 


IN-HOUSE 


PLAYERS 


■ UNLOCK RETIRED PLAYERS 


■ RETURN OF QB CHALLENGE MODE 


■ OVER 1,500 NFL PLAYERS 


■ FOUR MODES OF PLAY 


RELEASE DATES 


Acclaim's long-running series makes its GameCube 
debut - but can it stand up to the mighty Madden? 

you like American football games or 
not, chances are you'll have heard of 
the Quarterback Club series at some point over the 
years. The franchise has made an appearance on 
almost every console imaginable, from the SNES and 
Game Boy to the PlayStation, Game Gear and even 
the SEGA 32X. Lately though, the long-running series 
has taken a downturn with the N64 incarnations 
suffering slightly from style over substance and letting 
EA's Madden licence rule the roost. 

This version has been two years in the making and 
this has brought about the welcome return of the 
Quarterback Challenge mode, which last showed its 
face on the MegaDrive version. Playing through these 
challenges (which test your speed and accuracy 
among other things) unlocks many 'secret' retired 
players such as Dan Marino of the Miami Dolphins. 

Obviously, this wouldn't be an NFL game without 
the official licence so all the stadiums and players are 
here along with four different modes of play - 
Exhibition, Season, Play-offs and Pro Bowl. In another 
display of attention-to-detail, each player is made up 
of 3,000 polygons and has 1,500 motion-captured 
animations. Wow. Still, the real question remains 
though - is all this enough to beat EA's Madden 
20021 Not if we're to be believed... 
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I ALL 31 TEAMS AND STADIUMS 


Can Acclaim score a touchdown? 

NFL QUARTER 
CLUB SOOS 
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READ AND RECOGNITION 

The hardest of the challenges - this gives the 
players four attempts to hit moving targets that 
are criss-crossing the field. 

ONE REDEEMING 
GAME IS THE 


IT’S ALIVE! 


CHALLENGE MODE 


IS 


As with most sports games these days, you can create your own 
player and change almost any physical aspect of them and even 
set their birth date. You can give them a visor, change the 
position of their chin strap and give them eyeblack, a nasal strip, 


gloves and elbow pads. Be careful what position you give them 
though, as you don't want some seven-foot man-mountain 
having to do lots of running... similarly, make sure your best 
blocker isn't a seven-stone weakling. 


MINI-GAME MAGIC 

The Quarterback Challenge mode is, by far, the 
best feature of the game. It has four different 
games, which test the skills that every good 
Quarterback should have: 


wamatm nd mobility 

The object of this is to move through the 
course avoiding obstacles then lobbing the ball 
at a target at the end. 

There are three stations set up on the field 
where balls must be thrown from to hit moving 
targets. This is one of the toughest challenges. 

LONG-DISTANCE THROW 

Like a javelin, the ball must be thrown as far as 
possible and land in a certain area. Each player 
gets two tries with the best one being kept. 
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FOOTBALL 101 

When playing NFL QB Club, you'll be 
confronted by a barrage of strange terms and 
phrases - some of which are more obvious 
than others. Here (for your education) are 
some of the more obscure ones explained... 
but they'll probably still make no sense. 

CRACKBACK 

Receivers who take or move to a position more than two yards 
outside the tackle may not block an opponent below the waist 
if they then move back inside to block. (Say what .?) 

■■■■■■■■■■■■■■■■■■ 

The period that starts when the ball is put n pi ay and ends 
when it is dead. 

ENCROACHMENT 

When a player enters the neutral zone and makes contact with 
an opponent before the ball is snapped. 


MULTIPLAYER HEAVEN: Up to eight players can 
compete in the QB Challenge mode, making it one 
of the most enjoyable elements of the game. 


SPIIO ANO MOBILITY 

Preliminary Round Reiuttt 

1 B Brister 9 57 s 

7 0 Bledsoe 9 lhJ 

3 C Belch 9J0 

4 T Bouman 

5 Blake jaBT 
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LIVE BALL 

A ball legally free kickec 
until the down ends. 


or snapped, which continues i 


The situation in which the ball is dead on or behind a team's 
own goal rf the impetus comes from a player on that team. 
Two points are scored for the opposing team. (Huh. . .?) 


The movement of two or more offensive players at the same 
time before the snap. 

TOUCHBACK 

When a ball is dead on or behind a team's own goal line, 
provided the impetus came from an opponent and provided it 
is not a touchdown or a missed field goal. (Wha..7) 

Has that cleared it all up for you? No? Oh well... then look at it 
like this - American football is just an excuse for some burly 
men to throw themselves around and kick the crap out of 
each other while wearing wussy armour. It's much like 
wrestling, only not nearly as camp. 
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“FOR REASONS UNKNOWN TO 
US, YOU’LLWVITNESS THE 

PLAYERS WANDERING AROUND,. . 

BUMPING INTO EACH OTHER” 





NFL Quarterback 
> Club 2002 on the 
GameCube is a straight port of the 
PlayStation2 version, which was a 
good game with a few problems. 
Problems that you'd think would 
be ironed out for the GameCube 
version... right? Wrong - it has 
zero improvements and a few 
more problems to boot. How 
generous of you, Acclaim. 

Visually, it doesn't look as nice 
as the PS2 version and the frame 
rate has also been reduced, 
making the game a thoroughly 
jerking experience in some places. 
Another problem that has made 
the journey from PS2 is the weak 
computer Al that makes the 
opposing team somewhat 
predictable and easy to beat, even 
on the harder difficulty settings. 
Not only that but when watching 
the short cut-scenes that follow 


each play, you'll witness the 
players wandering around 
bumping into each other which, 
while being pretty amusing, isn't 
really what you would expect from 
your GameCube. 

As far as gameplay goes, you'll 
feel right at home with this if 
you've ever played an American 
football game before - the 
controls, while being a little on the 
complicated side for the 
uninitiated, are as straightforward 
as American football controls will 
ever be (well, it is a pretty 
complex sport) and are accurate 
and responsive. 

The one redeeming feature that 
saves this game from being 
mediocre is the Quarterback 
Challenge mode, which is great 
fun on your own but even better 
with some mates. The only 
quibble we have with it is that 
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© We thought shoulder pads went out in the 
Eighties - he'll never impress the ladies like 
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there are only four events 
contained within it - why are 
there not more? 

Graphically Quarterback Club 
doesn't come close to Madden ; 
that's not to say it looks terrible 
(because the player models are 
decent and the texture-mapped 
faces are pretty good), but it just 
doesn't move or look as smooth 
as EA's effort. It does, however, 


Al - ARTIFICIAL INSANITY 

The Al in NFL Quarterback Club 2002 really leaves something to be desired. Not only is the 
game easier than it should be (with opponents letting passes through left, right and centre) 
but even in the short cut-scenes players just wander around aimlessly looking lost. They even 
manage to bump into each other and then head off in another direction like some sort of 
crazy people dodgems - come on Acclaim, sort it out. 


@ Some burly men 
stand around 
discussing whether 
their bums look big in 
their outfits -no 
wonder they're losing. 



MANAGERIAL 

DECISIONS 


WHO’S DA BOSS? 

For real NFL enthusiasts, a 
Management section has been 
included in which every decision 
is down to you. You can trade 
players between teams and sign 
free agents, which includes any 
players you've created. If you 
have a lot of spare time on your 
hands you can create a whole 
team of players, then sign them 
all up to your favourite team. 
Before you sign any player you'll 
want to check out their stats in 
the Depth Chart to make sure 
you're not taking on a dud. 



sound as good with great sound 
effects and a lively commentary. 

Apart from the Challenge mode, 
there isn't really much that makes 
Quarterback Club 2002 stand out 
at all - most of it is pretty average, 
especially when compared to 
Madden 2002. If you're a fan of 
the series then it might be worth 
picking up, but if it comes to a 
choice between the two than you 
know which we'd choose. 

SIMON G 




fun if it's done well... but sadly, this couldn't 


be further from enjoyable.' 


TIME OUT! "I like burly men and 


shiny helmets but this just didn't do it 


for me... less rules, more sweat!' 


DDlunRIEHT RUERRGE WITH R CRPITHL FL. ORtTin EHBfTIE, RERLLV. 


FINAL SCORE 


HLJDID 

Great sound effect and a lively 
commentary give this better sound 
than the average sports game. 


ERmEPLHV 

QB Challenge mode is fantastic fun 
(especially with mates) but the poor 
Al lets the main game down. 


LiFE5Pnn 

It'll take a while to unlock all the 
retired players and the seasons can 
go on for ages. 


□ RIGinRUTM 

QB Challenge mode - yes. Rest of the 
game - a resounding no. But then 
what sports game is original? 


THE QB CHALLENGE MODE SAVES 
THIS FROM BEING MEDIOCRE BUT NOT 
ENOUGH FOR A DECENT SCORE. 
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ALTERNATIVE 


OPINION 


Decidedly average and with a slower 
frame rate than the PS2 version - eye 
candy this ain't. 


BALLS UP! "American football can be 


ALL-STAR 
BASEBALL SODS 

Sadly, yet 
another 
Acclaim title 
fails to be 
anything but 
boring tosh. 

However, 
you must remember - it is a 
baseball game. Yawn. 


MAOOEN 

EA scores a 
touchdown 
with yet 
another 
great 
Madden 
game. We 
recommend this one 
plays like a dream. 


soos 


it looks and 



































1000’s more logos & ring tones to choose from on the web at www.cheaptones.com. Don’t pay top whack, call cheaptones! Instant delivery by SMS. l A 
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Give your NOKIA, SAG EM or MOTOROLA mobile phone a top new ring tone! 

* JUST MAKE A NOTE OF THE R.NG TONE faff )(*) 41 O <0 




Just make a note of the ring tone 

OR LOGO CODE THAT YOU WANT AND 
THEN CALL THE ORDER LINE ON - 

*\/ 



Calls to the Order Line are charged at 60p per min. Average call 2-3 mins. 


CHARTS 


1000’s more on your wap 
mobile at wap.cheaptones.biz 


2Pac - Changes: 5156 

2Pac - Until The End Of Time: 4723 

A1 • Caught In The Middle: 6107 

Aaliyah - More Than A Woman: 5993 

Abba - Dancing Queen: 1078 

ACDC • Whole Lotta Rosie: 3936 

Aerosmith • Walk This Way: 3903 

Afroman • Because I Got High: 5403 

Afroman - Crazy Rap: 6096 

Alicia Keys - Failin’: 5730 

Alien Ant Farm • Smooth Criminal: 5261 

Anastacia - Paid My Dues: 5793 

Andy Williams - Can't Take My Eyes: 5241 

Atomic Kitten - Eternal Flame: 4999 

Atomic Kitten - Whole Again: 3615 

Baha Men - Who Let The Dogs Out: 3542 

Barry Manilow - Copacabana: 6068 

Beatles-Hey Jude: 3810 

Black Sabbath - Paranoid: 4013 

Blink 182-First Date: 5344 

Blink 182 • The Rock Show: 4899 

Blue-All Rise: 4311 

Blue • If You Come Back: 5768 

Blue - Too Close: 5200 

Bob The Builder - Mam bo No 5: 5229 

Bomfunk MCs - Freestyler: 3637 

Bon Jovi - It’s My Life: 1123 

Brandy - What About Us: 6204 

Britney Spears - Overprotected: 6093 

Bryan Adams - Summer Of 69: 3953 

Bubba Sparxxx • Ugly: 5765 

Christina Aguilera • Lady Marmalade: 4803 

Christina Milian - AM To PM: 6074 

City High - What Would You Do: 5339 

CKY - 96 Quite Bitter Things: 6080 

Coolio -Gangsta’s Paradise: 1148 

Cosmic Gate - Firewire: 5002 

Craig David - Walking: 3638 

Crazy Town - Butterfly: 3612 

D12-Purple Pills: 4944 

D12 -S***On You: 3699 

Da Hool - The Love Parade 2001: 4965 

Daft Punk - Digital Love: 4714 

Daniel Bedingfield - Gotta Get Thru: 6130 

Darude - Feel The Beat: 3660 

David Gray • Sail Away: 4964 

De Boulevard - Point Of View: 6205 

Deep Purple • Smoke On The Water: 3827 

Destiny's Child • Bootylicious: 5000 

Destiny's Child - Independent Women: 3569 

Destiny's Child - Jumpin' Jumpin': 3924 

Destiny's Child • Say My Name: 1168 

Destiny's Child - Survivor: 3831 

Dexy's Midnight Runners - Eileen: 1170 

Dirt Devils - The Drill: 6098 

DJ Aligator Project • Whistle Song: 5990 

DJ Luck & MC Neat - Piano Loco: 3706 

DJ Otzi - Do Wah Diddy: 5794 

DJ Otzi - Hey Baby: 5254 

DJ Pied Piper - Do You Really Uke It: 4314 

DJ Quicksilver • Bellissima: 3861 

DJ Tiesto - Flight 643: 6127 

DMX - Party Up: 1175 

DMX - Ruff Ryder's Anthem: 1176 

Dr. Dre • Still Dre: 3821 

Dr. Dre - The Next Episode: 3822 

Dr. Dre & Eminem - Whats The Diff: 3663 

Dr. Dre / Knoc-Tum’al - Bad Intentions: 5994 

Eagles • Hotel California: 5467 

Eiffel 65 -Blue: 1186 

Elvis Presley • Suspicious Minds: 3719 

Eminem - Kim: 4878 

Eminem • Marshall Mathers: 3664 

Eminem - My Name Is.... 4876 

Eminem - Stan: 3922 

Eminem - Still Don't Give A P**: 1193 

Enrique Iglesias - Hero: 6092 

Eric Clapton • Layla: 3880 

Europe - Final Countdown: 5353 

Eve - Let Me Blow Ya Mind: 5107 

Faith Hill - There You'll Be: 4802 

Faithless • We Come 1: 4473 

Five - Closer To Me: 5478 

Five - Let’s Dance: 5106 

Flip & Fill - True Love Never Dies: 6095 

Gabrielle - Don't Need The Sun To: 5477 

Geri Halliwell • It's Raining Men: 3973 

Gorillaz ■ 19/2000: 4837 

Green Day - When I Come Around: 4089 

Guns 'n' Roses • Sweet Child O' Mine: 3868 

Hear'Say • Pure And Simple: 3610 

Hermes House Band - Country Roads: 5832 

Ian Van Dahl - Castles In The Sky: 4945 

Ian Van Dahl - Will I?: 5868 

HO - Rapture: 5731 

Incubus - Privilege: 5065 


Ja Rule • Always On Time: 6094 

Jakatta - So Lonely: 6172 

Jam - Town Called Malice: 4563 

Janet Jackson - All For You: 3775 

Jay-Z - IZZO (H.O.V.A.): 5463 

Jennifer Lopez - I'm Real: 5729 

Jennifer Lopez - Play: 3975 

Kemkraft 400 • Zombie Nation: 4644 

Kom - Adidas: 3962 

Kosheen - Hide U: 5166 

Kurupt - If s Over: 5383 

Kylie Minogue - Out Of My Head: 5266 

Led Zeppelin - Stairway To Heaven: 1428 

Limp Bizkit • Nookie: 4558 

Limp Bizkit • Rollin: 3670 

Linkin Park - In The End: 5398 

Linkin Park - Papercut: 4818 

Lou Bega - Mambo No. 5: 1263 

Louise - Stuck In the Middle: 5194 

Ludacris • What's Your Fantasy: 4382 

Madness - One Step Beyond: 3598 

Madonna - Music: 1270 

Marilyn Manson - Sweet Dreams: 3902 

Mary J Blige • Dance For Me: 6136 

MC Hammer - Can't Touch This: 5415 

Meatloaf - Bat Out Of Hell: 4521 

Metallica - Nothing Else Matters: 5141 

Michael Jackson • Thriller 4936 

Michael Jackson - U Rock My World: 5397 

Missy Elliott • Get Ur Freak On: 3832 

Mis-Teeq - All I Want: 4718 

Mis-Teeq - One Night Stand: 5407 

MOP - Cold As Ice: 3978 

Mya • Case Of The Ex: 3560 

N Trance - Set You Free: 5247 

Nelly ft City Spud - Ride Wit Me: 4025 

Nelly Furtado - I'm Like A Bird: 3617 

No Doubt - Hey Baby: 6174 

Offspring - Self Esteem: 4326 

OPM - Heaven Is A Halfpipe: 4903 

O-Town • All Or Nothing: 5001 

O-Town - Liquid Dreams: 3833 

Oxide & Neutrino - Rap Dis: 5815 

P Diddy - Bad Boy For Life: 5335 

P Diddy ft The Neptunes - Diddy: 6078 

Pantera - Cowboys From Hell: 4347 

Papa Roach - Last Resort: 1306 

Pink - Get The Party Started: 6071 

Pink - You Make Me Sick: 3571 

Pink Floyd - Money: 4434 

POD - Alive: 6099 

PPK - Resurrection: 5808 

Puretone - Addicted To Bass: 5992 

Queen - Bohemian Rhapsody: 1315 

Red Hot Chili Peppers - Scar Tissue: 1321 

Ricky Martin - La Vida Loca: 1328 

Robbie & Nicole • Somethin' Stupid: 5862 

Robbie Williams - Angels: 3580 

Robbie Williams - Eternity: 4947 

Robbie Williams - Rock DJ: 3566 

Roger Sanchez - Another Chance: 4904 

Rolling Stones - Paint It Black: 3800 

S Club 7 - Don't Stop Movin': 3887 

S Club 7 - Have You Ever: 5797 

S Club 7 - Reach: 1332 

S Club 7 - You: 6206 

Savage Garden • Truly, Madly, Deep: 1344 
Shaggy - It Wasn't Me. 3611 
Shaggy • Luv Me Luv Me: 5265 
Shaggy feat Ray von - Angel: 4388 
Slipknot - Wait And Bleed: 4875 
Snap - Rhythm Is A Dancer: 4929 
Snoop Dogg - Snoop Dogg: 3844 
So Solid Crew - They Don't Know: 5748 
So Solid Crew / Mr Shabz - Haters: 5988 
Sophie Ellis - Murder On Dancefloor: 5830 
Sophie Ellis - Take Me Home: 5100 
Spandau Ballet • Gold: 5311 
Spiller - Groovejet: 3544 
Steps - Chain Reaction: 5333 
Stereophonies - Handbags Gladrags: 5828 
Sticky ft Ms Dynamite - Booo: 4722 
Sum 41 • In Too Deep: 5827 
Supermen Lovers - Starlight: 5217 
Tina Turner - Simply The Best: 3870 
Toploader - Dancin' In Moonlight: 3677 
UB40 - Red Red Wine: 5022 
Uncle Kracker - Follow Me: 5191 
Usher - U Got It Bad: 5389 
Van Morrison - Brown Eyed Girl: 4935 
Westlife - Queen Of My Heart: 5749 
Westlife - Uptown Girl: 3608 
Wheatus - A Little Respect: 4906 
Wheatus - Teenage Dirtbag: 3616 
Wideboys ft Dennis G - Sambuca: 5450 
Wyclef Jean - Perfect Gentleman: 4952 


633 Squadron: 4376 
Adams Family: 1434 
Airwotf: 4599 
Angel. 4603 
A-Team: 3652 
Austin Powers: 1026 
Bagpuss • Mice: 5846 
Bagpuss: 5847 
Banana Splits: 5016 
Bare Necessities: 4606 
Batman: 4607 
Benny Hill: 1027 
Beverly Hills Cop: 1432 
Big Brother: 4613 
Black Adder: 3586 
Black Beauty: 5501 
Bob The Builder: 3636 
Bod: 5875 

Bright Side Of Life: 5753 
Captain Pugwash: 4620 
Captain Scarlet: 6066 
Casualty: 3984 
Charlies Angels: 1030 
Colonel Bogey: 1433 
Dambusters: 5788 
Danger Mouse: 4625 
Dawson's Creek: 1033 
Deliverance: 4457 
Dirty Dancing: 1034 
Dr Who: 5471 
Eastenders: 3632 
Enter The Dragon: 4459 
ER: 4627 
Exorcist: 4460 
Father Ted: 3864 
Flintstones: 4628 
Flumps: 4670 
Formula 1: 3592 
Fraggle Rock: 3666 
Friends: 4632 
Get Carter: 5013 
Godfather: 4461 
Good, Bad & Ugly: 4465 
Grease: 1054 
Great Escape: 3594 
Guinness Ad: 4706 
Harry Potter Hedwig: 6190 
Harry P Longbottom: 6189 
Harry Potter Theme: 6188 
Hawaii Five O: 3533 
Hollyoaks: 4640 
Hong Kong Phooey: 5844 
Indiana Jones: 4641 
Italian Job: 5658 
James Bond: 1430 
Jaws: 4462 
Knight Rider: 4645 
Last Summer Wine: 6064 
Laurel And Hardy: 3930 
League Gentlemen: 5865 
Lone Ranger: 6063 
Magic Roundabout: 3553 
Magnificent Seven: 4920 
MASH: 4648 
Match Of The Day: 1444 
Men Behaving Badly: 3596 
Mission Impossible 2: 1422 
Mission Impossible: 1421 
Monty Python: 3548 
Mr Benn: 4649 
Muppets: 4650 
Nelly The Elephant: 3885 
Omen: 5914 

Only Fools & Horses: 5010 
Pink Panther: 1436 
Popeye: 5020 
Pretty Woman: 1049 
Pulp Fiction: 5236 
Rainbow: 4924 
Red Dwarf: 3539 
Rocky: 1050 
Roobarb: 1440 
Royle Family: 3669 
Rugrats: 3530 
Scooby Doo: 4562 
Sesame Street: 5655 
South Park: 5177 
Star Trek: 1427 
SuperMan: 1429 
Thunderbirds: 3529 
Tiggefs Song: 3891 
Top Cat: 5019 
Topgun:1066 
Winnie The Pooh: 3893 
Wombles: 4675 
WWF: 1062 
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IN CASE OF FIRE, 
BREAK THE RHONE 
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I Calling.. 
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www.CheapTones.com. Box 94, M6 8DF. Calls charged at 60p/min. - call from a land line as charges maybe more from your mobile! Help Line - 0870 800 6991. Operator logos compatible with Nokia - nk402,nk702, 
3210.3310.3330,5110,5130,5146,5190,6110,6130,6150,6190,6210,6250,7110,8210,8290,8810.8850,8890.91101. Pix compatible with 3210,3310,3330,6210,8210,88xx. Ring tones compatible with • Nokia: nk503.nk702, 
3210,3310,3330,61xx,62xx,7110,8210,8110i,88xx,9xxx. Sagem: MW3020,MC930,MC/MW932,MC936.MC/MW939,MC940,MC942,MC946.MC949.MC950.MC952,MC956,MC959(R). Motorola: V50,V100,V8088.T250,T260. 
6000* on the net at www.CheapTones.com or on your mobile at wap.CheapTones.biz. Check out other great sites • comedy voicemail at www.AnswerFun.com & wind up phone calls at www.WindUpCalls.com 
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Take part in the world's 
biggest GameCube magazine! 


Ahh, the back of the mag - just as packed as the rest of it, but with more 
monkeys. Once again, we've got a whole bundle of your views and opinions, 
a look into the world of games development and more 
GameCube cheats than you can shake a banana at! 


VIEWPOINT 

The waiting, it's nearly over and yet there are so 
many unanswered questions and things that you 
really need to know. Your mails, your texts and those postings on 
the Forum. All are here and shared amongst friends. 


CHEATING 

MONKEYS 




You love 'em, those cheating monkeys 
rescued from the clutches of the cockney 
smuggler. And yet, despite the cruelty they've received, they still 
want to help Nintendophiles by giving them the latest batch of cheats - aren't they nice? 
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This month, once 
I C again, we pick the 
choicest cuts from the GBA. All 
the very best games on offer are 
here - and this month we 
highlight some of the best 
games coming to the greatest 
handheld from SEGA. 


HORIZON page 1S4 

The issue that'll be the last ever issue before the UK launch of the GameCube will have all 
the games that you need to know about and all the pre-launch hype too! 


DIOS CHELTENHAM 

in 



STUDIO EYE 

Acclaim. Home of 
I the likes of Turok, 
Extreme C and Forsaken. This 
month we travel to see Acclaim 
Cheltenham to find out what 
secrets we can uncover and 
meet the bods behind some of 
the best games ever. 


SUBSCRIPTIONS page 1S6 

If you don't want to miss out on the best GameCube magazine on the planet and you 
want to save money, we seriously recommend that you subscribe to ensure that you 
never miss an issue. More details, and a lovely form to fill in, can be found here! 


Can't get no grindin ? We show you how to get 
everything - and we mean everything - on the 
best skateboarding game that money can buy. Remember: 
it's a launch title, so you really are going to need this soon! 


IN CLOSING... page 130 

The last page of the mag .. This month we bring to you everything that you ever wanted to 
know about Donkey Kong. He drives karts, he steals ladies and he's moved about a bit... 


































































ISSUE FOUR 


VIEWPOINT 


You cannot resist the opportunity to have your say! 


It's good to talk and 
you lot out there are 
sending in letters, 
emails and text 
messages by the 
dozen - to us and 
the Forum. Cheers 
people, it really 
warms our hearts... 


GET IN TOUCH 


Come on then, join in the fun! 


There are loads of ways to get in 


touch with us so there's 


absolutely no reason not to. 


B. EMAIL 


Drop your question in to us via email at 


CUBE@paragon.co.uk. 


WLETTER 


CUBE Magazine. Paragon Publishing, St 


Peter s Road. Bournemouth, BH1 2JS 


SMS TEXT 


We’ve got an exclusive SMS text service 


sponsored by Orange. Simply text us your 


question or comment on 07866620761. 


m PHONE 


Call the CUBE team any time between 4pm 


and 6pm weekdays on 01202 209342 


FAX 


Or send your letter by fax on 01202 


I ER, HELLO? 

© WHICH CONSOU OUT of the 

GameCube, the Xbox and the PS2 do 
you think will do the best. And be truthful! 

FROM MIKE, VIA EMAIL 

CUBE: That almost sounds like a 
thinly veiled threat... It very much 
depends upon what you mean by 'best' 
In terms of sales then no-one can tell. 
The Xbox is a very capable machine and 
Microsoft is determined to push the 
machine to the hilt The PlayStation2 
has been out for nearly two years (since 
it was launched in Japan) so it has a 
headstart. However, the GameCube is 
being launched with the best line-up of 
games of any console and is so cheap 
that it's almost too good an offer to 
miss out on... However, if by 'best' you 
mean 'which console will have the best 
games on it' then we can, with hands 
firmly on hearts, say that the 
GameCube will have the best games 
available on it that money can buy. 
Missing out on any of Nintendo's great 
games (ie not owning a GameCube) is 
not an option for anyone that is even 
remotely interested in gaming. 



JOIN THE CLUB! 

@ I'M SO EXCITED I can't stop jumping 
I've all ready decided to get a 
GameCube (thanks to the 30 reasons 
feature in your mag!) and now I'm working 
day and night to get enough cash! I think 
your mag's great; I have the second and 
third edition. I loved the second but the 
third was not so good (full of low scores, 
dinosaurs, basketball and nothing much at 
all!). But I need help; I must get as many 
people to join Nintendo as I can so keep 
running lots of proper gander! 

Also why buy an Xbox when the 
cardboard variety is so much more 
entertaining. 

THE CUBECUMBER. VIA EMAIL 

CUBE: 'Proper ganderl Normally 
we edit typos but your spelling of 
'propaganda' was too humourous... 
sorry, we're not laughing at 
you...honest! We're glad that you like 
the mag but we're a bit dismayed about 
your response to issue 3. Certainly there 
were some low scoring games - but 
would you prefer us to tell porkies and 
give every game a good score? We're 
not about that; if a game is poor we'll 
say so and I think, in the long run, 
everyone will appreciate that. As for 
content well ... We thought that most 


people would want to know about Turok 
and Starfox Adventures. After all, they 
are huge Nintendo franchises... 

T1T-FOR-TAT 

@ 1 FELT THAT I just had to write in 

response to the 'playground banter' 
that appeared in issue 3. The 'my console is 
better than your console' debate was 
around when I was at school in relation to 
the Spectrum Vs Commodore. Haven't 
gamers realised yet that it’s not about the 
platform/console but about the games? 
Gamers will go where the good games are, 
whether it be Halo on the Xbox, Metal 
Gear Solid 2 on the PS2 or Super Monkey 
Ball on the GameCube each console will 
have a killer app. 

How fast does it run? How many 
polygons can it handle? Who cares! Does 
it have any decent games is the key 
question and the GameCube has got the 
titles that deliver. 

Action speaks louder than words and the 
next time someone gives it large about 
their console just treat 'em to a quick demo 
of what the GameCube has to offer and 
you might even convert a few to the cause. 
SCOTT ANDREWS, VIA EMAIL 

CUBE: You are certainly correct that 
the rival machine debate has raged for 


We want your text! 


I just spent 300 squids plus 70 
for d lead to play my cube in 
colour and to have that 60 hertz rgb pic 
and then I find out you are getting alt 
that in the uk159 

CUBE: Sorry about that but patience 
often pays dividends... 

mv mRTes did noT no WHRT fl 
GfuntcuBE urns?!?! cnnu 

BELIEUE IT SO I BOUGHT THEIR EHCH ft 
ISSUE Of CUBE mRG 
CUBE: Ule hope that they appreciated 
your generosity. 

TO CUBE I Rm R13 YEAR OLD 
BOY m JUST UlOnOERED HOUI 
mflnY DIFfEREnT COLOURS U GET ROD 
HOUI mUCH IT UIILL COST UiHEn IT 
GETS 2 THE UR. THRnH YOU GUYS XX 


CUBE: tUe’ll get all the colours 
eventually but at launch you’ll find 
yourself angling for either a black or 
purple box of fun. UleTe still hoping for 
that magical £150 price tag. Hope 
springs eternal.. 

01 will there be demo disks for 
the gamecube? 

CUBE: Oi! We’re working on it!!!!! 

I hB the new zelda. I really h8 it. 
I refuse to buy something that 
looks like that! 

CUBE: Have you played It? We’re sure 
that Zelda will have it where it counts 
and, of course, that means ttll have 
innovative gameptay and a storyline 
that'll be engrossing beyond belief. 
Have some faith! 


Hi gamecube is the best how 
many are coming to the uk 
CUBE: All of them... 

The GameCube looks wicked and 
so does ur mag! nice work! 

CUBE: We do our best! 

wy Dorn u do nn wdex on 

WOT U HRUE REUY00D? 

CUBE: Rs soon as the GameCube 
launches we’ll have a directory in the 
mag of all the games that we have 
REUY00D’. 

Is the Gamecube's carry handle 
removable ? missed issue 1, but 
Issues 2 and 3 have been a read... Keep 
up the good work lads! 

CUBE: Only if you break It off... 


Hi please talk of what TBR 
stands for 

CUBE: It stands for 'To be Announced’ 

Wow. great mag., just picked it 
up. kicks the shit out of nGC! find 
It’s 1 Op cheaper. The monkeys are a bit 
crap tho..;) 

CUBE: flo it doesn't, CUBE magazine is a 
non-violent publication... ;uj 

Hi, great mag! I was wondering 
if the UK GBR games would work 
on a Jap or US GBR? THRDKS! Keep up 
the good work! 

CUBE: There’s no territorial lock-out on 
GBR’s so yes. they do. 



























The CUBE SMS texting service is brought to 
you courtesy of Orange. For more information on 
Orange’s range of wirefree™ games log on to... 


orange j www.orange.co.uk/multimedia 




Point your browser in this direction for the 
opportunity to air your views about all things 
Nintendo - it's like your very own online community! 



Paragon Publishing Ltd, Paragon House 
St Peter 's Road, Bournemouth 


www.totalgamss.net/forunn 
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Member f 832 


Hey, 


Mynby Rated , Who do you reckon is better, Sonic or Mario, and why? 


Posts i 196 | Fromi England | Registered: Jan 2602 | IP: logged 


£$ posted 22 February 2002 08:04 PM uL 3 □ M3 Of a " 

Junior Member 

Member # 1067 ManQ g ames are better as there is a lot more things to do thsn 
som cuz you csn just run through them, meno also is better 3S 
he is more realistic then 3 blue hedgehog, dont reed this wrong 
i 3 m not saying sonic is i 3m saying m3no is better. 

Posts: 66 | From: | Registered: Feb 2112 | IP: Logged 


© Not exactly a point we agree on, but everyone's 
entitled to their opinion... can you do better? 


as long as any of us on the mag can 
remember and there's no doubt that 
it's worn a little thin. There's little 
doubt that all consoles during their 
life have at least one game that is of 
note and even we have had a go or 
two on the Xbox and the P52. 

However, ask any of the Cube team 
which console they prefer and the 
answer will always be the same. We 
love the CameCube because it has 
heritage, it has the pedigree and we 
know that it will deliver more quality 
games than any other console. 
However, we are certainly not going 
to berate other consoles because 
that's just silly. 

MUST BUY CUBE... 

FIRST OF ALi, the £150 price tag. 
Great news, but apparently many 
leading high street retailers will refuse 
to stock the machine at this price, due 
to the low profit margin, or something. 

It may have to go up an extra £20-£30 
or so. Can you honestly say it will 
definitely retail for £150? 

The Cube’s future then - I’ve always 
felt, deep down, that Nintendo produce 
the best games. But when you look at 
the imminent releases of both Xbox and 
Gamecube, I have to say, for the first 
time in a long time, that the opposition 
do have the stronger software. You can t 
dismiss the quality of its launch games 
like Halo or Jet Set Radio Future. There 
is not one game for the Cube at present 
that can possibly match these titles. I 
know in the long term the Cube will 
prove to be a truly great console, but 
their potentially ground-breaking games 
are several months, if not years away. I 
will be buying a CameCube on the 3 
May, but how do I convince the mass- 
market to do the same? They definitely 
have the superior games at the moment. 
OAVID HAMILL, VIA EMAIL 

CUBE: The jury is still out on the 
eventual price of the CameCube but 
we're hoping that it stays at £150. 
However, in spite of what you say 
about the rival consoles games there 
are still plenty of fantastic CameCube 
titles on the way that will more than 
justify purchasing Nintendo's pride and 
joy. Even the launch titles themselves 
are suitably varied enough to ensure 
that every gamer needs a CameCube. 


GOING DUTCH 

HI WRITERS OF the cool mag Cube! I 
come from Holland and we also 
read CuBE.mag here. It's the best mag 
there is! The layout is proffessional and 
wery overzichtelijk (please translate this 
for me). But straight to the point now. 
I'd like to ask a few questions to you. 
I've heard a rumor that the Need For 
Speed serie comes out on gamecube. Is 
this true?, cause NFS is really ace. I like 
CC so much, I can hardly waith untill it 


comes out. I'm expacially looking 
forward to internet-gaming on the GC. 
Holland vs. England Smashbrossing to 
the wery end. Will, and can you make 
this kind off tournaments? It would be 
great. I also have a suggestion for a 
futere game. A motorgame - with two 
sticks. One for steering, one for leening. 
But if you leen too far, you'lle fall off. 
GREETINGS, HANS WIELSTRA 

CUBE: tVe're not laughing at you 
fella, but if we did correct your email 
it would lose a certain 'Dutchness' 
and that would be a real shame. NFS 
looks as though it won't be making it 
to the CameCube which, if recent 
outings are anything to go by, is no 
bad thing. As for tournaments, we'll 
be doing them, have no fear of that 
and we'll be doing an awful lot of 
butt-kicking (or at least Martin will!). 


“MISSING OUT ON ANV 
OF NINTENDO’S GREAT 
GAMES IS NOT AN 
OPTION FOR ANYONE 
INTERESTED IN GAMING” 
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The cheating monkeys... 
we know you love 'em. Luckily, they 
love you too - enough to bring you a 
whole host of new tips and cheats 
for the latest GameCube games. If 
you've got a cheat for a game 
though, send it to the monkeys at 
the usual address and they'll give 
it a whirl in the mag! 


NHL HITZ 20-02 


@ Why worry about slipping home the puck when you can just use 

, 


these codes and really turn up the heat on the opposition, eh? 


CHEAT CODES 

On the Versus screen before each match starts, you'll notice that there are 
three symbols - these can be changed by pressing the B, Y and X Buttons 
respectively. To activate the cheat codes, you need to press button a certain 
number of times (to reveal the right symbol) and then press a direction on 
the D-Pad... here's a rundown of the codes. 


D-PAD DIRECTION 


SONIC ADVENTURE 


@ What? All those extra mini-games 
and characters not enough for you? 


Then maybe you might like to unlock 
these hidden surprises... 


NEW KARTING 
CHARACTERS 

To play as the regular characters in 
different outfits or cars and some hidden 
characters during the Kart race, complete the 
following criteria in the main game... 


CHARACTER 


CRITERIA 


Alternative PSO Sonic 
Alternative Shadow 
Alternative Knuckles 
Alternative Rogue 
Tornado Kart Tails 
Eggwalker Kart Eggman 
Amy Rose ■■■ 



Finish all missions on Sonic's levels 
Finish all missions on Shadow's levels 
Finish all missions on Knuckles' levels 
Finish all missions on Rogue's levels 
Finish all missions on Tails' levels 
Finish all missions on Eggman's levels 
Finish all Sonic missions with 'A' ranking 
Finish all Knuckles missions with 'A' ranking 
Finish all Shadow missions with 'A' ranking 


Turbo Boost 
Unlimited Turbo 
Big Head Player 
Huge Head Player 
Big Head Team 
Huge Head Team 
Always Big Hits 
Late Hitz 
Hitz Time 
No Crowd 
Pinball Boards 
Shot Speed 
Show Hot Spot 
No Fake Shots 
No Puck Out 
No One-Timers 
Big puck 
Huge puck 
Bulldozer puck 
Tennis Ball 
Snow mode 
Rain mode 
Domino Effect 
Fight For Goals 
Skills Versus 
First To Seven Wins 
More Code Time 
Disable previous code 
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2 
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3 
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Up 
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HIDDEN GREEN HILL STAGE 

To unlock the hidden Green Hill stage (a 3D version of the first level from the 
original Sonic The Hedgehog game), simply collect ALL 180 Emblems from the 
game. Not exactly easy, huh? 
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CHIMP’LL FIX IT 


© Because they love you so much, the cheating monkeys are also on call to help you with all your game-related 

problems - if there's a boss you can't beat, secret you can't find or level you can't reach, they'll help you out. All you 
have to do is send your questions along to them at the following address: Chimp'll Fix It, Cube, Paragon Publishing, Paragon 
House, St Peters Road, Bournemouth BH1 2JS or alternatively, you can send an e-mail to cube@paragon.co.uk.. it's that 
easy. This month, we've been inundated with questions for the chimps - here's just a few of them 




The monkeys say ... 

"It's all about patience, Ben. The first step is to stay away 
from him while he's breathing fire, then watch for the spiked 
balls that he spits at you - suck one onto the end of your 
vacuum and aim it at his head when he runs at you. This'll 
blow his head off, allowing you to suck up King Boo after he 
flies out. Watch out for the ice blasts that the flying head 
shoots at you, then repeat the process. The only other thing 
to avoid is when he puts his head on back to front and 
starts stomping around; hide behind one of the chimneys 
until he stops and then continue to attack until you suck him 
up completely. Easy!" 


UNCHAINED MELODY 
Dear Cheating Monkeys 

I picked up an American copy of Sonic Adventure 2 Battle 
(on your recommendation) and I love it to bits! I'm having 
trouble tracking down some of the power-ups for each 
character though, especially Sonic's Mystical Melody - I can't 
find it on any of the levels. Can you please point me in the 
right direction? 

Thanks very much, 

Jamie Dunston, via email 


The monkeys say... 

"Of course, Jamie - that's what we're here for! The Mystical 
Melody is actually hidden on the last of Sonic's levels (Final 
Rush) and can be reached once you've travelled halfway 
through the stage. When you reach a whole area filled with 
platforms and rails, jump to the platform on the far left to 
find two coloured rails - one orange and one purple. Grind 
the purple rail and transfer halfway down onto a rail on the 
far right; this will lead to a dead end. Jump and hit the A 
Button again to target a bumper, which will send you to the 
right. From here, grind along and jump down onto a 
small platform with a rocket on it - grab the rocket 
and you’ll end up near where the power-up is. We 
hope that wasn't too confusing...' ml 


BIG BOWSER BOTHER 

Dear Cheating Monkeys 

My favourite game at the moment is Luigi's Mansion. I have 
played the game several times and managed to collect all 
the Portrait Ghosts, Boos and plenty of money, but after 
reaching the Secret Altar in the basement I just can’t find a 
way to defeat King Boo in his Bowser suit Got any tips 
that'll help me win? 

Please help! 

Ben Davis, via email 


ROGUE BLEEOER 

Dear Cheating Monkeys 

Rogue Leader is great, but it's a very tough game - I've got a 
few medals, but I want to unlock some of the secret ships. I 
know I can unlock the TIE Fighter without having to earn 
medals, but so far I've only stolen it at night I just can't 
seem to capture one during the daytime hints, please! 
Thank you, 

Alexis Canning, Durham 


The monkeys say... 

"Getting the TIE Tighter during the day is certainly tougher 
than at night - you need to be quick off the mark and try 
not to attract too much attention. The trick is to take out all 
the sensor towers as normal, then turn around and fly OVER 
the mountains to where the TIE Fighter is; don't go through 
the valley or you'll be spotted before you reach it Charge up 
your Ion Cannon and wait until the TIE takes off before 
blasting it - hit it three times with ion blasts and then follow 
it back to the ground where you'll be able to switch craft. Of 
course, if you're still having problems then you could just 
cheat Go to the passcodes screen on the Options menu and 
enter ZT?!RGBA as a code, followed by DISPSBLE - you'll 
hear a noise and the TIE Fighter will be open for you to use." 
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BATMAN 


@ A hero's work is never done - especially 
when it's Batman. Luckily, this code shot 


<£/ when it's Batman. Luckily, this code should 
make things much easier for the poor chap... 


UNLIMITED BATARANGS 

To grant Batman with an unlimited supply of 
Batarangs (both the regular and electrified 
kind), go to the main menu screen and press L 
Trigger, R Trigger, Y and then X. If you've done it 
right, a small noise will then alert you that the 
cheat is active. 


SSX TRICKY 

As the saying goes, 'The more, the merrier' - 
that's why SSX Tricky is packed full of extra 
characters for you to unlock and play as! 

UNLOCKABLE CHARACTERS 

Coming first in the final heat of a race earns you a 

© Gold Medal; the more Gold Medals you win, 
the more secret characters you'll unlock... 


CHARACTER GOLD MEDALS REQUIRED 


Marisol 
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RIIRLDEUE 

Use the Analogue Stick to turn your 
board and send your skater in the 
right direction - you can also use 
the D-Pad for this. 


R EUTTDn 

Hold down before releasing to 
jump higher. Combine with 
directions on the Analogue Stick to 
perform different styles of jump. 


D-5TIDH 


Handy for when you want to survey 
the surroundings, moving the C- 
Stick will rotate the camera around 
your skater. 


HnniU VDUR EHRTER 


SOLUTION 


TOnv HRLUH'5 PRO 5HHTER 3 


No need to be board stupid with 
Tony's latest outing - we'll take 
you through every single level, 
goal and secret right here! 


©inFDRmRTinn 


TONY HAWK S PRO SKATER 3 


PUBLISHER: ACTIVISION 


DEVELOPER: NEVERSOFT 






PLAYERS: 12 

CUBE SCORE: 9.0 


B BLJTTDn 

For use immediately after an Ollie 
or other jump, you must combine 
pressing the B Button with a 
direction to select a flip trick. 

R BUTTlUn 

Hold this down in the air to spin 
faster. You can also tap it while on 
the ground to change to your 
skater's Switch stance. 

L BUTTlUn 

Hold this down in the air to spin 
faster. You can also tap it while on 
the ground to set yourself up for a 
Nollie jump. 

¥ BUTTDn 

Jump onto rails, barriers and other 
edges before hitting the Y Button 
you'll grind along them or even 
balance on top. 

!-: BUTTDn 

For use immediately after an Ollie 
or other jump, you must combine 
pressing the X Button with a 
direction to select a grab trick. 

E BUTTDn 

Not used 


THE MOVES 


In order to score points you'll need to use a variety of different 
tricks and grinds. Each direction corresponds to a different move 
and by mixing the tricks you can ensure big points are scored. All 
the skaters have slightly different moves but here are the main 
ones that most skaters use. Mix grabs and spins to get combo 
bonuses and multiply your trick scores. 


FUP TRICKS 

Hit one of these tricks after you 
perform an Ollie or Nollie.. 

^ ♦ B ____.Impossible 

* <► B __....___Inward Heelflip 

♦ B___Heelflip 

Tt ♦ B_ Varial Heelflip 

♦ B Pop Shove It 

K i B Varial Kickflip 

♦• + B Kickflip 

R ♦ B_Hardflip 

♦ B~ ..Sal Flip 


_ Fingerflip 

_ 360 Flip 

_ Varial 

Double Impossible 
Triple Impossible 
Double Heelflip 
Triple Heelflip 
360 Shove It 
540 Shove It 
Double Kickflip 
Triple Kickflip 


1 . 


GRINDS 


Jump onto rails or ledges and 
hit one of these tricks 


f ♦ Y 

Hmtgrinil 

* + Y 

Crooked 

•4 ♦ Y 

Boardslide 

* ♦ Y 

Feeble 

♦ Y 

BS 5-0 

K + Y 

Bluntslide 

4- ♦ Y 

_Nosesltde 

R ♦ Y 

Smith 

Y 

50-50 


LIP TRICKS 

These are 

only useable on 

pipe lips and ledges. 

♦ ♦ Y 

FS Noseblunt 

* ♦ Y 

The Switcheroo 

-» ♦ Y 

BS Boneless 

* ♦ Y 

_One Foot Invert 

* ♦ Y 

_Invert 

V ♦ Y 

Gymnast Plant 

4- ♦ y_ 

_Varial Invert to Fakie 

K ♦ Y 

Andrecht Invert 


Just like the Flip Tricks, use 
these after Ollies and Nollies. 

^ ♦ X _____.Nosegrab 

71 ♦ X _Method 

+ * X . Cannonball 

* ♦ X_Del Mar Indy 

+ ♦ X_Airwalk 

K ♦ X _Crooked Cop 

4* ♦ X ._ Melon 

R ♦ X__ _One Foot Japan 


tt ♦ X 

♦ X 

** ♦ X 
4-f +X 


Seatbelt Air 
Crossbone 

_Tailgrab 

Benihana 





































THE SKATERS 


There are loads of different skaters to choose from and each has unique skills and 
specials. You can even design your very own skater and assign your favourite special moves. 


TOIMY 

HAWK 



Air 


Hangtime 

Ollie 

»»»»» 

>»>»»» 

Speed 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 


Manual Balance »»»»>> 


STEVE 

CABALLERO 


STYLE 

STREET 

STANCE 

GOOEY 

Air 

»»»»» 

Hangtime 

Ollie 

|| 

Speed 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 


Manual Balance »»»»>> 


KAREEM 

CAMPBELL 


| STYLE 

STREET 

[STANCE REGULAR 

Air 

»»»»» 

Hangtime 

»»»»» 

Ollie 

»»»»» 

Speed 

»»»»»> 

Spin 

»»»»>» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 


Manual Balance )>>)>>>>>> 


RUNE 

GLIFBERQ 


E—fg 

Air 

»»»»» 

Hangtime 

Ollie 

»»»»» 

»»»»» 

Speed 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 


Manual Balance >»»»>>> 


ERIC BUCKY 

KOSTON LASEK 


BAM 

MARGERA 


|STYLE 

STREET I 

[stance GOOFY 

Air 

»»»»» 

Hangtime 

Oliie 

»»»»» 

»»>>»» 

Speed 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Up Balance 

»»»»» 


[style vert 

stance 

REGULAR 1 

Air 

»»»»»> 

Hangtime 

Ollie 

»>>»»» 

»»»»» 

Speed 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 


STYLE 

STREET 

STANCE 

GOOEY 

Air 

»»»»» 

Hangtime 

»»»»» 

Ollie 

»»»>>» 

Speed 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 


Manual Balance )»»»»> 


Manual Balance »»»»» Manual Balance >)>»»» 


[SPECIALS 


5-0 Overturn 4-, Y 

1-2-3-4 _♦. X 

The 900 x 

Double Kickflip Indy 4-. 4. B 


SPECIALS 


Kickflip Superman ■*, B 

FS 540 4-. * x 

Hang Ten Nosegrind 4. f, Y 

Handstand 360 Hand Ffcp 4-, f, Y 


Ghetto Bird f. ■». B 

Kickflip Backflip 4-, X 

Reemo Slide 4-. Y 

Nosegrind To Pivot 4», Y 


SPECIALS 


Double Kickflip Madonna B 

Christ Air 4*. X 

Crail Slide _+. Y 

One Foot Blunt 4-. Y 


Fandangle 4, Y 

Slamma Jamma 4-. B 

Stalefish Backflip _-P, B 

Pizza Guy_*#. X 


[specials 


Big Hitter II ♦, Y 

Fingerflip Airwalk 4-, X 

Misty Flip + X 

FS 540 Heelflip _♦. B 



540 Tailwhip f. «*. B 

The Jackass 4. B 


Human Dart 4, Y 

Russian Boneless 4-. Y 


ROONEY 

MULLEN 



Air 

»»»»» 

Hangtime 

Ollie 

»»»»» 

»»»»» 

Speed 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 


Manual Balance »»»»» 


CHAO 

MUSKA 


ANDREW GEOFF 

REYNOLDS ROWLEY 


ELISSA 

STEAMER 


JAMIE 

THOMAS 


CUSTOM 

SKATER 


STYLE _ STREET 

STANCE REGULAR 





STYLE _ STREET 

STANCE REGULAR 


Air 

»»»»» 

Air 

»»»»» 

Air 

»»»»» 

Air 

»»»»» 

Air 

»»»»» 

Air 

»»»»» 

Hangtime 

»»»»» 

Hangtime 

»»»»» 

Hangtime 

»»»»» 

Hangtime 

»»»»» 

Hangtime 

»»»»» 

Hangtime 

»»»»» 

Ollie 

>»»»>» 

Ollie 

»»»»» 

Ollie 

»»»>>» 

Ollie 

»»»»» 

Ollie 

»»»»» 

Ollie 

»»)»>» 

Speed 

»»»»» 

Speed 

»»»»» 

Speed 

»»»»» 

Speed 

»»»»» 

Speed 

»»»»» 

Speed 

»»»»» 

Spin 

»»»»» 

Spin 

»»»»» 

Spin 

»»»»» 

Spin 

»»»»» 

Spin 

»»»»» 

Spin 

»»»»» 

Switch 

»»»»» 

Switch 

»>»»»> 

Switch 

»»»»» 

Switch 

»»»»» 

Switch 

»»»»» 

Switch 

»»»»» 

Rail Balance 

»»»»» 

Rail Balance 

»»»»» 

Rail Balance 

»»»»» 

Rail Balance 

»»»»» 

Rail Balance 

»»»»» 

Rail Balance 

»»»»» 

Lip Balance 

»»»»» 

Lip Balance 

»»»»» 

Lip Balance 

»»»»» 

Lip Balance 

»»»»» 

Lip Balance 

»»»»» 

Lip Balance 

»»»»» 

Manual Balance )')))))))) 

Manual Balance »»»»» 

Manual Balance »)))))))) 

Manual Balance > > »»»> 

Manual Balance »»»»» 

Manual Balance »»))))) 


SPECIALS 


Gazelle Underflip 4. B 

Truckstand «4», 4*. Y 

Anti Casper_♦. 4*, Y 

Handstand Double Flip Y 


[SPECIALS 


Handstand 50-50 Y 

BS Nose Comply 4*. Y 

Tailblock Slide 4-. Y 

Ghetto Blastin_Y 


[SPECIALS 


Dark Disaster 4- -► , 

Hardflip Late Flip +>.•», B 

Noseslide Lipslide 4, Y 

Quad Heelflip <f, •¥, B 


SPECIALS 


Rowley Darkslide <f, -4, Y 

Casper Flip 360 Flip 4^. B 

The H Teeth Sweeper 4>, Y 

Sproing t ♦, V 


[SPECIALS 


Collin___ f, 4-, Y 

Pnmo Y 

Bigspin Flip To Tail Y 

Judo Madonna 4-, *4, X 


[SPECIALS 


Crook Bigspin Crook -4. 4. Y 

One Wheel Nosemanual 4. <f. Y 

360 Hardflip_ 4*. t. B 

Layback Sparks 4- -4 V 


[SPECIALS 


4-, x 

4-. B 
4-. t. B 

Y 


McTwist 

Kickflip Underflip 
540 Flip 
Handstand 
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. Check the map to find the locations 
of all the letters. Simply skate over 
them to pick them up. (Note: These 
are shown for Tony Hawk, but vary for 
other skaters.) 



FOUNDRY 


LEVEL 1: HIGH SCORE 10,000 POINTS PRO SCORE 30,000 POINTS SICK SC0RI 60,000 POINTS 


GET SECRET TAPE 


From the start, head right a little and use the 
lip to leap up onto the catwalk high above the 
factory. Ride along the catwalk to the far end 
and then turn left and stop inside the small 
room in the centre. Now turn to face the right 
and quickly move forward, smashing through 
the glass and leaping across onto the beam 
hanging from the ceiling. Simply grind across 
the beam to collect the Secret Tape. 



50-50 TC’S RAIL (STREET SKATERS) 


From the start, head down the slope ahead and leap over the pipe. Continue 
to the ramp at the end and pull off an Easy Air, then return towards the start, 
heading slightly to the right. There are four rails here and you need to grind 
the second one from the left to complete this objective. Land on the rail and 
press Y without any direction, then balance the grind to the end of the rail to 
complete this easy objective. 


UNJAM 5 VALVES 


Use the map to locate the valves, then 
grind the small rail above each of 
them to unjam them. Hit all five and 
a secret door will open near the start, 
giving you access to a big bowl. 
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TCirW HRlilH‘5 PRO 5HRTER 


ONE THING AT A TIME 


The best way to complete your 
objectives is to attempt only one at a 
time. Trying to complete all the 
objectives in a single run is almost 
impossible and is likely to result in 
none of them being completed. 
Decide which goal you are going to 
go for and then set out to complete it 


VARIATION 


Every time you land a trick, you earn 
points towards your high-score 
goals. However, if you keep 
performing the same trick, you'll 
score less and less each time. So 
vary your moves to keep scoring big. 
Also try to include spins and grabs 
to further increase the score and 
gain multipliers. Grinds are a great 
way of amassing huge scores. 




















The best way to get a big score in the Foundry is to use the catwalk rails and keep 
grinding leaping onto the rails below for huge points. Alternatively, for some really 
huge air, use the bowl that opens when you have unjammed the valves. 



CANNONBAU. OVER THE 
HALFPIPE (VERT SKATERS) 

Ride straight down the hill in front of you from the start, 
then hold X to power-up your jump. Release on the 
edge of the pipe and sail over the pipe, holding 6 + B 
to pull off a Cannonball. 


POINTS SLITTERS 

Please note that the map has 
been marked with the Stat 
Points and SKATE letters when 
playing as Tony Hawk. When 
using the other skaters, these 
items move to other locations, 
but are still fairly easy to spot. 
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SOAK THE FOREMAN 

Head right and move to the edge of the factory, then ride down the 
slope and across the pipe. Skate up the ramp ahead, then slow down 
when you reach the top and turn to the left. Keep going to the end of 
the small catwalk, then turn to the right to spot the Foreman 
overseeing the workers. Now grind the rail on the left, past the 
Foreman, to start the hook moving and knock him into the water. 
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GRIND THE 

MOLTEN 

BUCKET 

This is probably the most 
difficult task on this level 
and can take some time to 
complete. Follow the route 
for the Secret Tape, then 
drop carefully over the 
edge of the beam to land 
a grind on the bucket 
below. The bucket moves 
back and forth, so stop on 
the beam and wait for it to 
rest above the molten 
metal. As soon as you land 
on the bucket it will start 
to rock and all the factory 
workers will scarper. 


Score 

1:42 
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All the locations of the letters are 
marked on the map. 


(Note: These are shown for Tony 
Hawk, but vary for other skaters.) 



CANADA 


LEVEL 2: HIGH SCORE 35,000 POINTS PRO SCORE 70,000 POINTS SICK SCQR 200,000 POINTS 



GET SECRET TAPE 

The Secret Tape is fairly well hidden 
and you are unlikely to just skate 
past it as you explore the level. 

From the beginning, head forwards 
and grind the rail ahead, then turn 
around and ride back up the start 
ramp, leaping onto the wooden 
platform ahead. Now leap over to 
the next wooden platform and 
continue skating through the tree 
towards the fork. Take the jump on 
the left and fly over to the next 
platform, then quickly perform a 
grind on the rope on the left, which 
will activate the machine to raise a 
section at the end. Continue to the 
end of the platform and leap up 
into the raised halfpipe, then leap 
across the gap into another raised 
halfpipe. Ride back and forth a 
couple of times to pick up some 
speed, then leap over to the right 
into another raised platform. Skate 
to the top and jump off the end, 
then land a grind on the rail on the 
right. Continue to hold the grind 
and you'll collect the Secret Tape at 
the end of the line. 



MELON GRAB OVER THE BLADE 

(VERT SKATERS) 

You start right on top of the blade, so head down the road, then turn around 
and skate back towards the start. To complete this objective, simply leap across 
the central ramp holding 4- + X to perform a Melon grab. 




N0SEGRIND 
AROUND THE 

HORN (STREET SKATERS) 


From the start, head along the path, then 
turn around and head back towards the 
start point. Turn to the right and head 
past the ramp, then use the pile of snow 
in front of the house to leap up onto the 
roof. Now carefully drop down onto the 
wooden platform on the other side and 
follow the wooden walkway around the 
corner to the left. Leap onto the rope 
wire on the right and press + Y to 
Nosegrind the wire. Hold your balance 
until you reach the next wooden 
platform and you'll complete this goal. 















SCORE TIPS: 



There are a wide range of rails and ramps for you to get a really big score. Keep mixing 
your tricks to score maximum points and try to perform lots of different grinds on the 
fences and rails. Hopping from fence to fence will also help to increase your points. 


BURY THAT BULLY 

The bully is putting everyone off their 
skating by throwing snowballs at 
them. To stop this annoying person, 
simply ollie over the top of the blade 
at the beginning and crash into the 
tree on the right. This will cause all 
the snow to fall from the branches, 
trapping the bully in a pile of snow. 




GET CHUCK 
UNSTUCK 

Poor old Chuck is in a spot of 
bother after trying to lick a 
nearby lamppost! From the 
start, leap onto the fence on 
the left, then grind towards the 
group of people gathered 
ahead. Now leap off the fence 
and smash into the group, 
hitting Chuck firmly with your 
board. The shock will make 
him move, unsticking him from 
the post 


rsjEW 
l PECK 




.SKATER 


IMPRESS THE SKATERS 

There are five skaters dotted around the level who are dead keen to see 
your best moves. When you land a decent trick in front of them they'll 
be impressed and will then start skating the level themselves. Don't try 
to over impress, though, as sometimes a well-executed grind or stunt is 
enough to complete your goal. 


STAT 

wPOlIMT 

















































































SOLUTION 


TDflV HRUIK‘5 PRD 5HHTER 3 


LEVEL 3: COMPETITION 


RIO RUCKUS 


Head over to page 110 for more details 


SUBURBIA 


LEVEL 4: HIGH SCORE 55,000 POINTS PRO SCORE 110,000 POINTS SICK SCORE 200,000 POINTS 



t PUMPKJN| LOECK 



MT | 


HELP THE THIN MAN 

The thin man has been locked out of his house and 
someone has even taken the time to nail planks across his 
garage. To help, head to the right from the start, into the 


construction zone, then grind along one of the beams inside 
the half-built house to collect an Axe. Now take this chopper 
to the Thin Man and he can smash through the planks. 



Check the map to find the locations 
of all the letters. Simply skate over 
them to pick them up. (Note: These 
are shown for Tony Hawk, but vary for 
other skaters.) 





















































































SCORE TIPS: 


Scoring points on this level can be a little tricky as the ramps are well split up and there are no easy grind rails. Try 
to grind as much as possible and keep in the trailer park for some extra bonuses. You'll need to use manuals A 
between grinds to keep the combo score high and also pull off \ 


f your special tricks for big scores. 


NOSEGRAB BETWEEN 

THE RAMPS (VERT SKATERS) 

From the start, head left into the caravan park, 
then locate the caravan opposite the letter A. 
Gather a little speed on the ramps here, then 
transfer from the ramp beside the trailer to the 
one across the gap, holding * + X to perform a 
Nosegrab. 



GET THE SECRET TAPE 


After helping the Thin Man (see task below), a special area will open up in the haunted 
house's back yard. Head through the garage and leap over the wall on the right, then 
use the pipe on the left to get a little speed. Skate up the ramp opposite, holding + 
when you jump to ollie over the top and smash through the upstairs window. Now skate 
along the hall and through the window at the end, landing a grind on the flagpole. 
Simply grind all the way to the end to collect the Secret Tape. 



HEELFUP THE 
TRAILER HOP 


(STREET SKATERS) 

From the start, head left into the 
trailer park, then skate to the far end, 
picking up as much speed as you can. 
Now pull some air off the boards 
behind the last trailer, then perform a 
Boneless or Fastplant as you hit the 
top of the ramp. Whilst in the air, 
press + B to perform a Heelflip 
and land on the far side of the trailer 
to complete this goal. 




RESTORE POWER 
TO THE DISH 


The satellite dish on top of the 
large house is all out of alignment 
and the owner of the house 
wishes to watch the big match. To 
align the dish, you need to remove 
the pieces of wood dangling from 
the telephone wires. Ride through 
the fence and ride the slope up 
onto the roof of the house, then 
carefully turn around and move 
slowly towards the edge. Grind 
across the wire, removing two of 
the annoying pieces of wood, then 
drop down to the floor and head 
back through the fence and onto 
the roof again. Ride up to the very 
top of the roof, where the TV aerial 
is placed, then leap from the edge 
and grind the wire high above to 
remove the final pieces of wood 
and align the satellite dish. 


SQOASH5 
PUMPKINS 


There are five Pumpkins dotted 
around this close, and riding over 
them will squash them into tiny 
pieces. Check the map for the 
locations of all five orange fruit. 
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Check the map to find the locations 
of all the letters. Simply skate over 
them to pick them up. (Note: These 
are shown for Tony Hawk, but vary for 
other skaters.) 
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LEVEL 5: HIGH SCORE 75,000 POINTS PRO SCORE 150,000 POINTS SICK SC0R 300,000 POINTS 


AIRPORT 



CROOKED GRIND AROUND THE 

BAGGAGE CLAIM (STREET SKATERS) 

From the start, head along the hall and then ride the escalator down to the 
next level. As soon as you get here, turn to your right to see the customs area, 
then skate through the machinery to reach the baggage claims area. Leap 
onto the circular claims area and press * + Y to do a Crooked Grind. Hold 
your balance for a complete grind around the carousel and then land safely to 
complete your goal. 


GET THE TICKETS 
TO YOUR SKATE 
BUDDY 


This is a fairly easy task providing 
you don't crash whilst carrying the 
tickets or travel through the metal 
detectors (these void your tickets). 
From the start, head to the left and 
grind the desk to collect the tickets, 
then head down the hall and grind 
the escalator down to the next level. 
Continue to travel straight down the 
hall, avoiding the security guards and 
passengers, then grind another 
escalator down to the boarding area. 
Head left and skate between the 
benches to find your mate over by 
the ramp on the right. Clue: he's the 
one carrying a skateboard. 



AIRWALK OVER AN 

ESCALATOR (VERT SKATERS) 

The easiest escalators to perform this trick over 
are in the baggage claims area. Grind the rails 
to pick up a little speed, then approach the 
ramp in the corner at a slight angle to enable 
you to jump clean over the escalators. Now 
hold ^ + X to perform an Airwalk and land 
safely to complete your goal. 



TOP 

TIP! 

ZTZ - 1 
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SPECIAL r 

V1ETER j 


By landing tricks, your special meter 
will rise, making it easier to get more 
air and also pull off the special tricks. 
Wait until the meter is full, then go 
for huge air for some big scores. The 
specials will only work when the 
special bar is full. 


STAT POINTS 


As you skate around the levels and 
competitions, you'll find special Stat 
Point Discs. At the end of the level, 
these discs can be used to increase 
your skater's abilities, making it 
easier to reach higher ledges and 
grind for longer. 































SCORE TIPS: 


Scoring points is a lot easier than you first think on this level as there are just loads of rails to grind. Use the 
circular pattern of rails beside the baggage claim to amass a huge score pulling off your special grinds to add 
extra bonuses. Keep grinding until you have got a big combo, then land carefully and start over again. 




VISIT m COUNTRIES 

Head all the way through the airport to the boarding area at the 
bottom, then head either left or right to reach the circular glass 
windows. There are five flags hanging around the windows; to visit 
them, all you need to do is grind around the rail passing through 
each flag along the way. Don't try to hop whilst grinding this rail or 
you may fall down into the storage area below. When you have 
visited five countries, head along the boarding area to the circular 
window at the end and grind the rail underneath the next five flags. 
Pass through them all to complete this goal. 


.°gmar 


STOP THE PICKPOCKETS 

There are five pickpockets working inside this busy 
airport and you must try to stop them all from 
ripping off the customers. They are dressed all in 
black and will always run away when you skate 
near them. Check the map for the locations where 
they can be found, but remember that they will 
dash off as soon as they spot you. 




.PICKPOCKET 
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LEVEL 6: COMPETITION 


SKATER ISLAND 


Head over to page 110 for more details 
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EASTERN BALLS 

^ rail 


Check the map to find the locations 
of all the letters. Simply skate over 
them to pick them up. (Note: These 
are shown for Tony Hawk, but vary for 
other skaters.) 



TOWER 
RAILS GAP 





LOS ANGELES 


LEVEL 7: HIGH SCOR: 100,000 POINTS PRO SCOR 190,000 POINTS SICK SCOR 400,000 POINTS 


ONE FOOT JAPAN THE TOWER 

P0PPIN’ TRANSFER (VERT SKATERS) 

Near the fountain, ride the halfpipe to gain a little speed, then leap up into the 
roof halfpipe. Again collect some speed, then transfer back to the area near the 
fountain, holding R + X to perform a One Foot Japan. 


POPPIIM' TAANOMfl 
COMPLITI 


GET THE 
SECRET TAPE 

After the earthquake has started, head 
back to the start then grind the wire 
up to the building opposite. You'll 
need plenty of speed and also a little 
luck to reach the roof safely. Now leap 
over onto the fallen bridge and 
immediately hit the boards ahead to 
leap across to the ledge on the 
building. Stop and line yourself up for 
the next jump, then leap over towards 
the cinema, landing a grind on the 
edge of the sign. Hold the grind to 
the end and then leap over onto the 
rail ahead to grab the Secret Tape. 
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Scoring points on these busy streets is not too difficult, but the Sick Score may take some time. Use 
the rails and steps for building some huge grinds and try to link them using manuals. The halfpipe 
on top of the tower roof can add a big score, but you are probably better off sticking to the rails. 


START THE EARTHQUAKE 

In order to get the ground moving you need to grind the 
four tremor rails near the start. Check the map and grind all 
four rails to start the earthquake and collapse the bridge. 




BLOCK THE CAR CHASE 

You'll probably have noticed the large white van driving around the 
streets being chased by the cops, as they seem to crash into you all the 
time. To stop the thieves you must first start the earthquake, then make 
your way up onto the roof opposite the start and leap over onto the 
bridge. Head right along the bridge and leap up the small step, then 
grind the wall on the right to free the trapped car. As the car falls, the 
white van will crash and you'll complete your goal. 



VARIAL KICKFUP THE TOWER 

RAILS GAP (STREET SKATERS) 

Head down to the fountain, then smash through the glass to reach the small 
area on the other side. Now head right and use the pipe to reach the higher 
tier, then stop to give yourself time to set up for the trick. Grind the rail 
towards the stairs, then leap over the gap, pressing It + B to pull off a Varial 
Kickflip. Simply land the grind on the rail opposite and dismount safely to 
achieve this goal. 




LEVEL 8: COMPETITION 


TOKYO MEGA MECHA 


Head over to page 110 for more details 
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CRUISE SHIP 



IEUEL 9: HIGH SCORE 150,000 POINTS PRO SCOF: 225,000 POINTS SICK SCORE 500,000 POINTS 



GET THE 
SECRET TAPE 

From the start, head 
forwards, then turn around 
and use the quarterpipe to 
leap up onto the wire above. 
Grind the rail around the 
corner and over the top of 
the pool and continue to the 
top of the funnel near the 
rear of the boat. Stop as 
soon as you reach the 
platform, then carefully ride 
back and forth to gain a little 
speed. Jump as high as you 
can out of this strange pipe 
and you'll collect the Secret 
Tape high above the ship. 
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SCORE TIPS: 


Once you have emptied the pool on the highest deck, you have a perfect place for going for the big score. Use Boneless and Fastplant moves to 
get more height and try to pull off the landing trick to further increase your scores. If you prefer to grind your way to a big score, there are loads 
of rails to try out, including the big one that runs all the way around the edge of the ship. Be careful not to fall into the water though. 


IMPRESS IRE 
NEVERSOFT GIRLS 


There are seven Neversoft Girls lazing 
around the ship, all dressed in shorts and 
black T-shirts. Fluttering your eyebrows as 
you pass is not enough to impress these 
babes - you'll need to pull off a decent 
trick right in front of their eyes. Check the 
map for the girls' positions. 




WIRES (VERT SKATERS) 


From the start, head straight ahead 
and drop down onto the deck below. 
Ride past the pool and grind the small 
rail next to the funnel to turn the valve 
and empty all the water from the pool. 
Now head into the pool and skate 
back and forth to pick up some speed. 
When you are moving fast enough 
press 4*+ before you jump to pull off 
a No Comply or a Beanplant, then 
press ^ + Y to pull off an invert on 
the high wire. Simply control the 
balance and drop back down into the 
pool to complete this goal. 


NUSEBLUNTSLIUE AN AWNING 


(STREET SKATERS) 

Head left from the start and drop over 
the edge to find the awnings. Use the 
nearby rail to leap up onto the awnings 
and land a grind to the edge. Leap over 
the small gap and then press + Y 
to Noseblunt Slide the awning on the 
other side and complete your goal. 





TRASH THE MUSEUM 

Underneath your starting point is a small museum with 
lots of interesting nautical items scattered around. To 
trash the room, head inside and go mad grinding all the 
rails and smashing the glass cabinets. Now grind across 
the windowsill at the front of the museum to free the 
huge propeller. It will roll through the window and crash 
through the side of the ship, causing a man to be thrown 
overboard and the captain to drop the anchor. At this 
point, some safety nets will appear around the edge of 
the ship and you'll complete your goal. 






T*E 


Check the map to find the locations 
of all the letters. Simply skate over 
them to pick them up. (Note: These 
are shown for Tony Hawk, but vary for 
other skaters.) 
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THE COMPETITIONS 


With an emphasis on style and grace rather than 
completing various tasks, winning the gold medal in 
each competition is something that'll take a fair old 
bit of practice... 

MMPnmoN Hi hi i T ^ 2] 

The Quicksilver Competition is set outside in a 
huge park built in the centre of a city. There are 
loads of decent ramps and jumps to score points 
off and rails running all the way around the outside 
to grind. To win this competition you'll need to 
score two runs averaging around 90 points. Try not 
to crash, as this will harm your score. The more 
points you get, the easier winning will be. Look out 
for the stat points scattered around the level to 
further increase your skater's abilities. 
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LEVEL 6: 
COMPETITION 


SKATER ISLAND 


The second competition is held inside with a massive 
wooden park for you to tear up. There are plenty of fun- 
boxes, rails and pipes for you to score points on, as well 
as a couple of enormous pools for vert tricks. To go for 
the win you'll need to average around 92 points, which 
means that only one crash is 
allowed and a score of well 
over 100,000 will be needed. 
Try to mix up your tricks and 
pull off your specials when 
the meter is fully charged. 
Look out for your 
competitors scoring a huge 
run in the final round. 





Score n)U70] 


This is the ultimate challenge and by far the most difficult level. The Tokyo arena is fairly big 
with a large number of ramps and pools that are well split up. Finding a decent grind rail can 
be tough and the competitors are all top quality. To win the gold you'll need to score around 
150,000 points in your minute run and not crash, in order to average around 94 points. Max out 
your stats and go for it. Good luck! 


i 










































SECRET STUFF 

There are a large number of secrets hidden inside Tony Hawk's Pro Skater 3 

and you'll need to be on top skating form to unlock them all. Here are some of 

the secret things that you can open by completing the game. 

CHEATS 

■ To unlock all the cheats in the game (accessible by pausing the game during 
a level and selecting the Cheats option), enter the code MARKEDCARDS in 
the Skateshop Cheat menu. 

■ To unlock all of the hidden skaters in the game for you to control, enter the 
code FREAKSHOW in the Skateshop Cheat menu. 

■ To give your chosen skater maximum abilities, enter the code MAXMEOUT in 
the Skateshop Cheat menu. 

■ To unlock all of the movies for your viewing pleasure, enter the code 
POPCORN in the Skateshop Cheat menu. 


SECRET SKATERS 

The secret skaters are unlocked as 
you complete the game, using 
different skaters and getting all goals 
and gold medals. 


[SKATER 

TIMES COMPLETED 1 

DARTH MAUL 

XI 

WOLVERINE 

X2 

OFFICER DICK 

X4 

PRIVATE CARRERA 

X5 

0L1JE 

K7 

KELLY SLATER 

X8 

DEMONESS 

X10 

NEVERSOFT EYEBALL 

X22 


BONUS ITEMS 

Unlock each by completing Career 
mode the number of times indicated, 
using different skaters and getting all 
goals and gold medals. 


BONUS MOVIES 

WATCH PRO BAILS TAPE 

Crab any three medals to watch this 
tape. 

WATCH HIGHLIGHT TAPES 

Grab three gold medals with any 
character to get a special video of 
that star in action. 

WATCH PRO BAILS 2 TAPE 

Grab three gold medals with your 
own custom skater. 

SECRET LEVELS 

Two old favourites from the original 
game are in there, plus a spooky 
Roswell level. Unlock each by 
completing Career mode the number 
of times indicated, using different 
skaters and getting all goals and 
gold medals. 




SUPER STATS 

X14 

GIANT SKATERS 

X15 

SLOWMO 

X16 

PERFECT MANUAL BALANCE 

X17 

TINY SKATERS 

X18 

MOON PHYSICS 

X19 

EXPERT CHALLENGE 

X20 

FIRST-PERSON SKATERS 

X21 


1 LEVEL 

TIMES COMPLETED 1 

WAREHOUSE 

X3 

BURNSIDE 

X6 

ROSWELL 

X9 
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WELCOME TO ADVANCE... 

Hello, good evening and welcome back to Advance - the most wonderful GBA section 
in the whole mag. What's going on this issue? Well, there's a fantastic batch of Game 
Boy Advance games to sink your teeth into... honestly, we really are too good to you. 
Considering the recent price drop (coupled with the fact that it's a damn fine 
handheld and will be an essential piece of kit for when the GameCube comes out), \ 
there's really no reason not to own a GBA now - what are you stalling for? If you're 
still not sure about why you'll need one for your GameCube, you might want to check 
out the link-up feature we've so lovingly prepared for you over on page 26. When you're 
done with that, you'll probably be interested in some of these little beauties... 




Only the best, make it into ADVANCE - if it isn't here, it isn't worth buying 
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When it comes to a fight, there's nothing quite 
like watching two ladies scrapping it out. 


MORTAL KOMBAT ADVANCE 

Blood and gore on a handheld scale... 


® inFDRrnRTian 

PUBLISHER: 

MIDWAY 

DEVELOPER: 

IN HOUSE 

GENRE: 

BEAT EM UP 

PLAYERS: 

M 

RELEASE: 

OUT NOW 
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I All THE SORE OF THE ORIGINAL 


■ 23 CHARACTERS TO CHOOSE FROM 

■ FATALITIES ANO FRIENDSHIP MOVES 


| TWO-PLAYER LINK-UP 




WHEREAS EVERY BEAT-’EM-UP these days has to feature some kind 
of mutilation to be seen as 'cool', we remember when Mortal Kombat 
was the first to do it - ooh, the trouble it stirred up. Still, we're onto the 
eighth instalment of the game now - unless you acknowledge that the 
GBA version is a conversion of Ultimate MK3 on the SNES - so has it 
been toned down at all? Has it heck. 

Sticking firmly to the belief of 'if it ain't broke, make it bleed', Mortal 
Kombat Advance brings us a hefty slice of bone-shattering action onto the 
GBA. It's not all that bad either; there's a fair bit of speech and although 
the visuals aren't exactly incredible, they're pretty good at depicting all the 
gory action. Admittedly, the controls and move lists have been simplified 
quite a bit (only one punch and kick button, with each fighter only 
keeping a single fatality) but, considering it's on a handheld, you 
could do a lot worse in the long run. If you're looking for a 
bloody piece of fighting action, this'll fill the void nicely. 
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Visiting the 
Tiny Cnao 
Carden lets you 
ay mini-games 
like this 'Paper, 
Scissors, Stone' 
card game. Yay! 
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■ SONIC ON A HANDHELD WOO HOP - 

^ PLAY AS SONIC AND HIS FR1EN0S | 

| FIGHT 8GGMAN OvSIfGHT WOTLDJ 

|| FINO THE HIDDEN BONUS STAGES | 

| MULTIPLAYER RACES AND BATTLES 


SONIC ADVANCE 

Everyone's favourite 
hedgehog squeezed 
onto a tiny cart... 


The ability to play through the game as 
different characters means you'll need to 
adapt your strategies for each level, as every 
character has alternative moves from 
another. For example, Sonic has his regular 
spin attacks and can run very fast, while Tails 
can fly upwards - so reaching higher ledges 
is tougher for Sonic than it is for Tails. Amy 
is worst off though, as she can't perform 
speed attacks of any kind., poor girl! 


SONIC’S VERY FIRST appearance on a Game 
Boy is an event we should all be celebrating - 
not only because it's happened, but also down 
to the fact that Sonic Team has delivered such a 
great game into the bargain. Sonic games have 
always stood out as some of the most enjoyable 
platform titles around (contending with even the 
mighty Mario himself), but this latest adventure 
progresses things to a whole new level... 

Sonic Advance takes the blue hedgehog back 
to his roots, forcing him to do what he does 
best: run from left to right as fast as his little 
legs will carry him. Of course, minor touches 
have been added from his recent outings - the 
ability to grind down railings is taken straight 
from Sonic Adventure 2 Battle - but, over all, 
this is pure Sonic action at its best. The addition 
of the Tiny Chao Garden (which allows the 
game to be linked up to your GameCube) and 
the multiplayer mode is merely the 
icing on the already tasty cake... 
believe us, you'll want this game! 
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■ MOST CEREBRAL GB A GAM E YET 

■ CONVERSION OF THE PSONE GAME 

■ TOTALLY NEW INTER FACE 

■ PICK UP USEFUL ITEMS _ 

■ AND TALK TO INTERESTING PEOPLE' 


BROKEN SWORD 

SHADOW OF THE TEMPLARS 


POINT ’N’ CLICK adventure games 
used to be restricted to the realm of 
PCs only - thankfully, games like 
Broken Sword have managed to break 
that trend and do incredibly well into 
the bargain. The Game Boy Advance 
version of Broken Sword is a pretty 
faithful conversion of the original 




© Here's the villain of 
the piece - an evil 


bomb-carrying clown. 
Hunt the bugger down! 


A decent point 7T click adventure 
on a handheld? No way! 


PSone game, which was one of the 
most successful European-developed 
graphic adventures of its time. Of 
course, the fact that Revolution 
Software managed to pull it off so well 
is an astonishing feat on its own... the 
level of visual detail contained within 
the game is truly remarkable. 


The only thing that can be said 
against it is that it certainly won't 
convert you to the cause if you're not a 
fan of the genre. It's hardcore 
adventuring throughout, with much 
thought needed before you'll come 
anywhere near finishing it. That said, 
it's an excellent example of what the 
GBA can do and a top game 
to boot; one to get hold of if 
you're looking for something 
with a bit of depth to it. 






-DESIGNED FOR LIFE 


Whereas the original PlayStation game was identical to the PC 
version (in that it had the same point 'n' click mechanics, 
allowing you to guide you character around using a cursor), the 
GBA version has been redesigned for ease of use. Instead of 
clicking on items and the ground to make your character 
George walk around, you now guide George himself by using 
the D-Pad. When he approaches something that he can interact 
with, an icon will appear - from there, you can use items and 
do all manner of things by clicking one of the trigger buttons. It 
all works incredibly well - Revolution should be proud. 


© Ahh, a quiet pub - just the place to sit down 
a pint and play a bit of Broken Sword on the 


with 


GBA. 
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FOR WHEN YOU REALIY I 
HAVE TO PUT YOUR GAME 
BOY ADVANCE DOWN... ■ 




6' 


Wil 


:v>'j 






i4 ?^ f 


tat 








m 






i*\ 




TOTAL ADVANCE 
THE HANDHELD 

PICK-ME-UP! 


0.1 FOR GAME I 
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| EXCLUSIVE REVIEW! | 


ADVANCE 
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STAR WARS EPISODE ONE: 
JEDI POWER BATTLES 
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Note: Cover and content in TOTAL ADVANCE are subject to change 
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The very best of what's to come ... 
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INFOGRAMES 
IN HOUSE 
FRANCE 
DRIVING 

PLAYERS: 1-2 


3 


a 


Lz 


ERfTlE 


BuV 


RDunncE 


RAIN OR SHINE 


As those of you who have seen rally driving on the 
television will know, this is an all-weather sport - 
there's no ducking out of a race just because there's 
a bit of drizzle in the air. I /-Rally 3 goes out of its 
way to replicate this, by presenting you with all 
manner of weather conditions to race in. Whether 
you're speeding through the arctic snow, fending off 
the pouring rain or skidding around under the 
blazing desert sun, \/-Rally does it damn well. 


21 JUNE 02 TBA 


the PS2 version of the game, the 
CBA adaptation is surprisingly 
detailed and compares nicely to the 
last PSone l /-Rally game. It's not just 
about the graphics though; there's 
also a ton of fully licensed cars in 
there (ranging from Fords and 
Mitsubishi to the mighty Subaru) for 
you to control and over 40 different 
tracks to explore. 

Infogrames seem to be intent on 
taking the rally driving crown with V- 
Rally 3 on the GBA; going on what 
we've seen so far, we've got no 
doubt that there'll be some seriously 
stiff competition going on 
when it arrives in June... 


RALLY 3 

You rally won't believe your eyes with this one . 


BACK WHEN THE Game Boy was a 
large white brick, you'd never have 
thought that you'd ever see a vaguely 
realistic racing game on a handheld. 
When it moved into colour, the 
prospects got a little brighter... but 
not much. Of course, the Game Boy 
Advance has really opened the way 
for decent racing titles (as shown by 
Mario Kart Advance) but never did 
we think we'd see anything really 
great. Of course, that was before V- 
Rally 3 came along 

Forget all your preconceptions 
about how basic handheld racing 
games have to be - \/-Rally 3 is 
mind-blowingly gorgeous. Based on 
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RELEASE DATES 
























© Now, now. can't we all just settle this 
like the gentlemen that we are, eh? 


SPEEDBALL 2 

BRUTAL DELUXE 

The greatest game of our childhood is 
back ... on the Came Boy Advance! 



© Martin and his 
crazy PL AW mates 
trash Bournemouth - 
it must be payday.. 



UNLESS YOU’RE AS old as us, you might 
find it hard to be enthusiastic about a game 
that's over a decade old - especially if you're 
a recent convert to the videogame cause. 

Still, you might want to put some time aside 
to get all excited about the upcoming GBA 
version of Speedball 2... why? Because it's 
only one of the greatest sports games ever 
Toss the ball into a warp hole to made, that's why! 

Originally released on the Amiga back in the 
very early Nineties (and then on the SEGA 
MegaDrive), Speedball 2 brought us everything 
we ever wanted in a futuristic sports game - 
violence, goals and... err, more violence. If 
you've seen the film Rollerball, you'll know 
what to expect; if not, you're in for a real treat. 

Everything from the original game has been 
brought to the GBA - right down to the 
medical bots and vendors in the crowd 
shouting "Ice Cream!" - while bringing new 
aspects to the game such as additional play 
modes and four-player link-up. Yes, you heard 
right... you'll be able to play against your 
friends! Never have we been so excited about a 
GBA title; if there's only one game in 
June, it had better be this one... 



EinUTO. OLX I US 1 80R0CKEJ 

1 to | on'] to [pts| [ up 1 nn [ t.o ;pts] 

L° 1° . ' ; ' 1 LUJL. 
posmnN jjM j 2 jrosmcv 

. DEFENCE 1 tOO; j irajnTOra ' 

Hidtiblc I too ! k i| MioriEi.n 


really annoy the opposition 
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CRAWFISH INTERACTIVE 


PERCEnTHGE COmPLETE 


RELEASE OATES 


14 JUNE 02 TBA 
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PUMP IT UP 


When you're taking part in League 
mode, you'll be able to collect coins 
from around the arena as you play - 
these are then stored as credits for 
you to use on building up your team. 
As well as investing in upgrades for 
your current team members though, 
you might want to think about 
dabbling in the transfer market; there 
are plenty of rock-hard players out 
there who are itching to get back into 
the game, so you might be able to 
pick up a real bargain... 


here., so kick his teeth 
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Don't read comics - be in 
one and beat people up! 

THANKS TO THE likes of can stop him! Naturally, 

Super Mario Advance, Breath means fighting through 1 
Of Fire and Final Fight, we've different 'comics' and be 
already been treated to a good the hell out of anything 
selection of old-school SNES moves - it worked incre 

games on the Game Boy well on the MegaDrive, s 

Advance... so what about bound to be good ■ 

some MegaDrive games as on the GBA. G 

well? With the SEGA Smash ^ 
Pack a while away yet, you 
can pass the time by getting . J 
your teeth into this beauty 

Originally released on the ( Jp Biffl 'jF - 

MegaDrive in 1995, Comix 
Zone sees the debut of Sketch V 
Turner - an all-round comic B 

book hero. Unfortunately 

though, his arch-enemy Mortus 55 jjj 

has found a way to break out AjtrS 

into the real world and take 

over the planet., and only you Lh 


Some of the enemies need 
special tactics to beat them 


You can never have enough 
enemies when you're Sketch! 


SEGA gets ready to go all mysterious 
and spooky on the GBA... 


© inFORmnnan 

INFOGRAMES 

SEGA 

JAPAN 

PINBALL 

PLATERS: 1 


OKAY, SO WE’VE had House Of The 
Dead (blasting frenzy a-go-go), Zombie 
Revenge (scrolling zombie beat-'em-up) 
and Typing Of The Dead (killing the 
undead by... err, typing words)., but 
Pinball Of The Dead? Blimey - we've 
seen everything now... 

Inspired by the popular SEGA franchise 
and covering three tables of pinball-based 
zombie horror, Pinball Of The Dead is 


looking to be something special. 

Obviously you've got the usual ball hitting, 
flipper nudging and target smacking to do 
but, on top of that, there's also plenty of 
mini-games and bonus goodies to try 
your hand at.. mostly focused around « 
killing zombies. We like pinball anyway, 
but mix in a bunch of undead nasties 
and you've got the ingredients 
for a real winner! 


© Hit the right 
targets and 
you'll be set 
upon by a horde 
ot zombies - 
destroy them 
with your ball! 


<; W&iK'e&c t 
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PUBLISHER: 

INFOGRAMES 

DEVELOPER: 

SEGA 

[ ORIGIN: 

US 

| GENRE: 

BEAT-EM-UP 

[ PLATERS: 
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UIRTURL PETS 

for your mobile 



□yin i jtrtjscr on 

1090 6/11 ajlj^l 

ad a Rifj^tone! 

ju1.cyberpets4u.co. 




■ i mi 


cet a random Keipo by dialling #, or choose from: 


Keipod Hue in a 

uirtua ( world, 
xeipoz need feeding, 
exercize, fun end 
loue 


it Take Keipo to cool placed 
^ interact with Keipo by text, 
wap, internet. 

*chat to other Keipo owners 


'ekclusiue! 




due 






as a gift 



Calls Iasi av. 2.5 mins at £1.50 per min. Calls from mobiles may be charged at higher rates - we recommend you call from an ordinary phone. Get bill payers 
permission. Helpline: 0870 7568611 PO Box 1196 Croydon CR9 2JB. Service only available on Vodafone (inc. Pay As You Talk) and BT Cellnet contract only 
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©CUBE DONS ITS TRENCH COAT AND SHADES, IN 
AN ATTEMPT TO INFILTRATE THE WORLD’S MOST 
HEAVILY GUARDED DEVELOPMENT STUDIO... 






© inFDRmRTion 



COMPANY NAP.H ACCLAIM 

STUDIOS CHELTENHAM 

1 


START UP DATE 199S 



FOUNDER GREGORY FISCHBACH 



WEB Slit WWW.ACCLAIM.COM 



ADDRESS ACCLAIM HOUSE 

LANS00WNE RO 
CHELTENHAM 
GIQUSTERSHIRE 

GL50 2JA 



PLHTFCJRmS 

I PSONE, PS2, GAMECUBE 
uRcnroES 
I CURRENTLY LOOKING FOR TALENTED PEOPLE 
OF ALL DISCIPLINES. SEE WEB SITE FOR 
FURTHER DETAILS. 


We hike it up north to 
Cheltenham and chat 
to the guys behind the 
sweet Extreme G 3... 


Don't know why you're looking so happy. You've just given the 
readers a due as to what one of your secret games is. 


Look at them, pretending to be busy. Like 


you're really on the phone 


DID YOU KNOW that it takes four 
and a half hours to get from 
Bournemouth to Cheltenham by 
coach? No? Well, now you do. We 
could've been catching some rays in 
the Mediterranean in the time it took 
us to get to there... but in 
hindsight... actually, we'll stick with 
the coach, if you don't mind. 

Based just two minutes from the 
trendy side of Cheltenham town 
centre, the studio takes the form of a 
rather elegant, white building going 


by the name of Acclaim Studios. It's 
quite a contrast to other development 
studios that we visit, but then the US 
parent company does have a lot of 
money in the bank. Oh, did I mention 
that the Studio Head's shiny Beamer 
fronts the building? 

In the current climate of lame PS2 
ports, it's refreshing to talk to a 
developer that is really trying to push 
the GameCube to its limits. Ironically 
though, ASC was the developer that 
brought us Crazy Taxi and 18Wheeler 

































TAKE A LOOK THROUGH THE 




HARVEY ELUOTT 


HEAD OF UK STUDIOS, 
ACCLAIM ENTERTAINMENT 


CUBE: How did you first get into 
the industry? 

HE: After I graduated from university I was 
convinced there was money to be made in the 
games industry. My brother had his own 
computer games shop and had seemed to do 
well out of it, so I convinced a friend to lend me 
a stack of cash (there are nice people out there) 
and set up in business with my brother. Anyway, 
about two years later, I realised that the money 
to be made was actually being made by the 
bigger companies, so we closed the store down 
(all honourably, of course). A friend of mine, 
who had just taken a job with Acclaim, was 
convinced they needed me there and, well, the 
rest is history! 


CUBE: What did you want to be when you 
were younger? 

HE: Batman. The coolest job in the world. Of 
course, I realised by about age ten that 
becoming Batman was really restricted to a 
select few and required me to be a multi¬ 
millionaire, so I set about a more normal career 
first to see if I could earn the money to fund my 
life as a vigilante. That's still work in progress 
and, at this rate, I’ll be lucky to be Batman by 


start somewhere 

RC Revenge Pro (PS2) - still starting 
somewhere. 

Crazy Taxi (PS2) - A conversion of an absolutely 
amazing game. . Unfortunately, we couldn’t 
enhance it, but that game is superb. 

Extreme C 3 (PS2) - Quick and visually 
stunning. Shows off the hardware like nobody's 
business 

18Wheeler (PS2) - A conversion of SECA's truck 
racing game 

Crazy Taxi (GameCube) - We thought the PS2 
version was good, but this - well, it's perfection. 
Extreme C 3 (GameCube) - XG comes home to 
Nintendo (the first two were released on 
Nintendo 64). Four-player action, super-smooth 
60fps racing quicker and slicker than anything 
else out there 

18Wheeler (GameCube) - Truck racing at its 
finest. . SEGA classic. 


- not exactly lame ports, but 
ports none the less. ASC wasn't 
allowed to do anything to these 
games. The original licences are 
owned by SEGA, and the 
Japanese publisher is very 
protective when it comes to its 
treasured franchises. Crazy Taxi 
and 18Wheeler had to be straight 
ports. There was no way around 
it. Another one of ASC's titles, 
XC3, is a different story, though. 
Granted it's a port, but it is 


beautiful. As Cube has been 
emphasising recently, the wave 
of ports may be an annoying 
trend, but the experience 
garnered from doing them is 
invaluable. With three GameCube 
titles under its belt long before 
the machine even hits Europe, 
ASC is now in a situation where 
it knows the hardware inside out 
and is working on FOUR original 
GameCube games! The first title 
is an obvious one and, we have 
to say, it's looking amazing. Sadly, 
we can't say anything about it 
(at all), just like we can't tell 
you about the other three titles, 
but the teams are really 
squeezing everything they can 
out of the hardware. 

Even more encouraging is the 
news that the GBA/GC link is being 
incorporated in a big way. It's not 
just going to be a simple case of 
'oh, whoopie, you can plug in your 
GBA and get a new character.' 

Great new ideas are oozing out of 
these guys - some of the things 
they're doing are very exciting. 
Thank your lucky stars that they're 
working on GameCube. 

You know what? That nine-hour 
coach journey was worth it. 



the time I'm 90. Short of that I always wanted 
to do something with computers. In 1982 my 
dad brought home a Spectrum for my brothers 
and I to play on, and apart from having one of 
the most dubiously named games ever 
developed ( Penetrator - it was a side-scrolling 
blast-'em-up) it was absolutely amazing... So 
thanks go to Sir Clive Sinclair for getting me to 
where I am now. 

CUBE: Which famous person would you 
want to be and why? 

HE: Batman. All the reasons above! 

CUBE: Favourite food? 

HE; Lasagna. My own recipe, it's been slowly 
perfected over time and it's frankly delicious 
(well, to me at least!). 

CUBE: Favourite current song? 

HE: Some how, probably old age setting in 
(I'm going to hit 30 this year). I've become 
hooked on Robbie Williams Swing When You're 
Winning. Pick any song out of that, great stuff 
(for old fogies)! 

CUBE: Top-three videogames of all time? 
HE: Mario 64. Absolutely no doubt at all. The 
most stunning and enthralling videogame ever 
developed and despite having played it for 
thousands of hours I will still go back and play it 
again, leaving me more impressed than before. 
Legend Of Zelda: Ocarina. Gasp. Enough said. 
Extreme G 3. GameCube version. Sorry - I know 
it's one of ours, but it's just awesome. Really! 
And I'm not being biased. Well, maybe a little 
But if you look at it, see just how ridiculously 
quick you can go and still be able to control it, 
well, that's a game for the masses 

CUBE: What games have Acclaim 
Cheltenham worked on in the past? 


CUBE: What do you think of the GameCube 
hardware from a development perspective? 

HE: Basically, it's superb. Nintendo has put 
together a dream machine to work on, and it 
has opened the development environment right 
up so that we can get to the real power of the 
machine without spending years building 
bridging technology. The system is superb, 
Nintendo is supporting it really well, and the 
games are going to speak for themselves. 

CUBE: What do you think of the GameCube 
from a games player's perspective? 

HE: Nintendo magic. Nintendo has to be one 
of the finest developers of games in the world, 
and the experience that they bring to players is 
superb. The console is built to allow us to do 
what we do best: delivering great games. The 
games are already starting to look really 
impressive and there are some great titles on the 
way that will be only available on the machine. 
The GameCube is definitely a gamer's machine. 

CUBE: What is the most important thing that 
you look for (aside from qualifications) when 
you bring someone new to the team? 

HE: The two most important things are 
creativity - in being able to develop ideas and 
designs that really push the game forward in 
new and challenging ways whether it's in the 
design, art or technology of a game, and 
compatibility if you can't spend 20 months 
with 19 other guys (or girls) without winding 
them up then there’s no room for you. egos 
are fine, just leave them at the door 

CUBE: Looking to the future, are you 
working on anything that should excite 
Cube readers? 

HE: Absolutely! If you’ve got a GameCube then 
make sure you own a GBA 


HE: RC Revenge (PSone) - hey, we all have to 









“ASC IS NOW IN A SITUATION WHERE IT KNOWS 
THE HARDWARE INSIDE OUT AND IS WORKING 
ON FOUR ORIGINAL GAMECUBE GAMES” 




ACCLAIM’S PORT OF the sega 

arcade classic provides by far the best 
version, with improved frame rate, 
draw distance and cleaner textures. If 
you've played other versions to death, 
the GameCube version won't really 
offer anything new. Cube would just 
like to emphasise that this isn't due to 
laziness on the developer's part 
- merely the fact that part of the 
conversion agreement meant that it 
had no creative input in the title. For 
those of you who have never touched 
it it's a must buy. Crazy Taxi is SEGA 
innovation at its very best, and the 
ASC conversion enhances the 
experience further. 


EXPECTED PAL. RELEASE 


DI00 

2002 


ANOTHER SEGA FRANCHISE and 

another straight conversion. The only 
difference lies in the fact that it only 
recently appeared on the PS2, so 
there will be less people who have 
already played it. 


The obvious improvements are 
evident and, yet again, the 
GameCube offers the definitive 
version. Jump into a truck, yank yer 
chain and keep rolling! Not in a 
Rawhide way though, obviously... 


LASVEOAS 


N I N T E N 0 0 

GAMECUBE 


THOSE CRAZY CHEUS... 

Sadly, the Cube offices would be burnt to the ground and then shat upon from a 
great height if we told you anything about ASC's unannounced GameCube titles, 
so here's a quick rundown of their previous offerings... 


Ooooohhhhh, you're good! 

CRAZY TAXI 


00 


JUNE JULY 


2002 


Keep rollin', rollin', rollin'. 000 - , 

18WHEELER 

■I TRUCKER 



















■ With so much positive 
GameCube experience within 
the teams, ASC has to be one of 
the most promising developers 
in the world. Hopefully it will 
officially announce all four of the 
new titles at E3 in May, and only 
then will you get to see some of 
the great ideas that are ■■■ 
being banded about. I t . ' . . 1 


IN THE 
CUBE 
WITH... 


RAUL WEAVER 


Extreme G 3 provides the perfect 
example of what ASC can do. 


□□□ 


CUBE: How did you first get into the industry? 
PW: In 1992 I got in touch with TOTAL 
magazine and, in return for visiting their offices, I 
provided them with the complete solution to a 
game I was playing. They were so impressed that 
they asked me to do it as a job. Over the next 
few years I worked for TOTAL, Gamesmaster and 
Super Play as the Tips Writer. I enjoyed playing 
them, but playing them just wasn't enough. Rare 
had just brought out Donkey Kong Country. I 
applied as a designer and they offered me a job 
as a tester. They told me that if I proved myself as 
a Quality Assurance tester, they'd give me a 
chance. I was there for about nine months - then 
they offered me the position of co-designer on 
Donkey Kong Country 3. This studio was set up in 
July '99, and I was offered the position of Project 
Manager. It worked out pretty well! 


0000HH, SPECIAL... BY far our favourite title out of the three 
and with good reason. The Cube team has played Crazy Taxi and 
18Wheeler to death - we're really not interested in those. 
Extreme C on the N64 was a fast and mind-numbingly frantic 
game, which still managed to retain a high level of playability. 

The second game had a terrible frame rate and was pretty 
unplayable, but the latest version goes back to its roots in some 
ways, not least in the way that it's great. 

You really do have to experience travelling at the speed of 
sound at 60 fps, with enemy racers on your tail and rockets flying 
past you. Acclaim has done good with this game, and the 
addition of new weapons and tracks means that you can 
forget about the PS2 version. This is practically a whole jV 
new experience. PJn inn / 


CUBE: What did you want to do when you 
were younger? 

PW: I was into RPGs and that sort of thing, so 
probably a writer. In terms of my ideal game 
though, I would love to work on a wrestling 
game. That would be absolute heaven. 


CUBE: Favourite food? 
PW: Indian. 


CUBE: Favourite current song? 

PW: I don't know about favourite song, but my 
favourite band is Travis. 


CUBE: Top-three videogames of all time? 
PW: Zelda: Link's Awakening (SNES), WCW 
Revenge (N64) and CTA3 (PS2). 


CUBE: When did you guys first get GameCube 
development kits? 

PW: Around May/June 2000. 


CUBE: What do you think of the GameCube 
hardware? 

PW: From a development side it's fantastic. 
Nintendo has delivered the goods and delivered a 
machine that people can get to grips with very 
quickly. For the gamer, what a fantastic joypad 
design! The built-in four-player is superb and it's 
got such grounding in terms of on-board 
developers that it's going to be a 
constant thorn in Sony's side. CUBE 
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NBA STREET ANIMAL LEADER SMASHING DRIVE 18WHEELER 

We'll slam dunk the funk with EA's Square pigs have never looked so Forget Crazy Taxi - Namco's taking Will we have a review of 18Wheelerl 

^24J streetwise basketball smash! good., you're gonna love this! taxi driving to a whole new level... That's a 10-4, good buddy.. 





















ISSUE 5 ON SALE 11 APRIL 2002 



IT'S BDDD TO TRLH 


Cube treks all the way up to 
* the wilds of... err, London to visit 
the people behind Top Cun: Combat 
Zones on the GameCube. Lovely! 


Yep, we've played it - so what do we think of Bits Studios' take on the first-person shoot 
'em-up? Well, you'll have to wait until next month... 


All the latest; i n fo rmat ion and 
screenshots for all the greatest games! 

StarFox Adventures FIFA World Cup SOOS 

^Ji Bomberman Generations Mario Sunshine 

Donald Duck: Spyhunter 

Goin* Quackers NBA 2K2 


PRDBLEm SDLUED 


Soaked to the skin? Can't stay on your jet ski? 
Then come with us as we take to the waves and 
give you all the advice you'll ever need! 


Health Armour 


titles, including 


WWF Wrestlemania X8 \t 
Spider-man: The Movie st . 

NFL Blitz 2002 \t 
Pac-Man World 2 it 
Gauntlet: Dark Legacy it 
SEGA Soccer Slam ^ 

Top Gun: Combat Zones it 
The Lord Of The Rings t 
Home Run King e 
Driven it 
Burnout 


ALL-STAR BASEBAli 2003 

The last one struck out - can Acclaim hit 
a homer this time around? 



































Pay just £29 
for 12 issues! 



Subscribe to the world's best Nintendo GameCube 
magazine and not only will you save money - over 24% 
on the newsstand price - but you'll also get: 

The latest GameCube developments, unofficial reviews 
and previews of games from Nintendo's big brand 
names and a huge solutions section 
Regular free gifts and promotions 
Each issue delivered direct to your door every month 
A money back guarantee - change your mind and we'll 
give you a full refund on all unmailed issues! 


US SAVE AN EXTRA 10 

Pay by direct debit and you can spread the cost of your 
subscription and pay just £6.52 every three issues. Paying 

7 by direct debit is easy and hassle free - we'll just keep 
sending your magazines to you until you tell us to stop. 
And you'll save yourself an extra 10% too! 

To subscribe, complete and return the form opposite, 
email cube@cisubs.co.uk or call our subscription hotline 
on 01454 642442. 













































AND SAVE OVER £9 



You'll get 


previews 


Th« only skating game you'll ever need? 


JAMES BOND: 

i AGENT UNDER FIRE 



straight to 
your door! 
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reviews 
first - and 


HAWK’S 
SKATER 31 


YES, I WOULD LIKE TO SUBSCRIBE TO 


CUBE0204 


PERSONAL DETAILS 

Your name 
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Post code 

Email 

Phone number 

Date of Birth 

SUBSCRIPTION AS A GIFT 


Name 
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Date of Birth 


PAYMENT DETAILS 
I. Direct Debit 

□ UK only £6.52 every three issues - SAVE AN EXTRA 10% 
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LATEST QAMECUBE US IMPORTS 


A— » — m «■«■«.» lrm> mow 

_ <3r 

LATEST UK / PAL ° A 


NFL BLITZ 2002 CS4.99 

C8PN WINTER GAMES 2002 C34.99 

DARK SUMMIT £54.99 

SONIC ADVENTURE £54.99 

IB WHEELER CS4.99 

SMASHING DRIVE £54.99 

ALL STAR BASEBALL 2003 £94.99 

JEREMY MGRATmh SUPERX WORLD £54.99 

DRIVEN £54.99 

RESIDENT EVIL £54.99 

TETRIS WORLDS £54.99 

DONALD DUCK GOING QUATERB £54.99 
BLOODY ROAR 3 £54.99 
AGENT UNDER TIRE £54 99 
NBA STREET £54.99 

ESPN MLB EXTRA TIME 2002 £54.99 
HOME RUN KIND £54.99 
VIRTUA STRIKER 3 £54.99 
SPIOERMAN THE MOVIE £54.99 
KELLY SLATERS PRD SURFER £54.99 
JIMMY NEUTRON BOV GENIUS £54.99 


QAMECUBE BLACinri 79.99 
GAME CUBC PURPLE C I 79.99 


GAMECUBE MEMORY CAROS Cl 3.99 
CONTROLLER BLACK £B7.99 
CONTROLLER BLUE £27.99 
CLEAR PURPLE C27.99 


♦-2 




LUIGIS MANSION £35.99 
WAVE RACE £35.99 
ISS 3 £3 5.99 

ESPN WINTER GAMES CSS.99 
NBA COURTS IOC 2002 CSS.99 
PICKMIN £35.99 





Panasonic Gamecube q 
in STOCK NOW 






Order: 020 8972 9494 

enquiries@kingcat.co.uk —— 
Mon-Sat 11 am - 7pm 


Payments to: KING CAT 
send to: PO BOX 24363 
LONDON, SWI7 9FF 




Get it now "X, ^ Get 

House of Dead 3 m Halo 

Nascar Heat / / -._.,. A Y~ Blood 

Much's Oddysee ^ Dead < 

Ampcd: Snowboarding . Shrek 

Dave Mirra Freestyle BMX2 Tony I 

Win XBox 0906 577 5552 and lo 


Order: 020 8972 9494 ( 24 / 7 ) Payments to; KING CAT 

enquiries@kingcat.co.uk send tot po box 24303 

Mon-Sat 11 am - 7pm ©00888 LONDON, SWI7 OFF 



Oivo us,.? c.tll for .til things Dr.tgon B.tll. 





















































35 High Street 
Ealing Broadway 
London 
W5 5DB 


Tel 020 8567 9174 » 
Tel 020 8840 4446 g 

Opening Hours: Mon-Sat 10am-7pm Sun 11.30am-5.30pm 


To Advertise In 




Contact 

Felicity Mead on 

01202 200224 

or 

felicity@paragon.co.uk 



WIND UP CALLS! 

Listen to samples on the Internet 
@ www.windupcalls.com 



The computer will dial out to your victim 
and then you can listen in on the line as he 
or she gets wound up! 


9067 555 122 


WINDUPCALLS COM. Box 94. M6 8DF Calls cost 75p/min 



GET A MATE 

IRATE!!! 


CALL THIS NUMBER 




YOU CHOOSE THE WIND-UP! 




•MR FURY 
•MR STUTTER 
•THE DETECTIVE 
•INVITE TO NO. 10 
•MY DAUGHTER'S PREGNANT 
•IRATE DELIVERY DRIVER 

IN VOUR MATE'S NUMBER 
aS TEN IN AND HEAR their Faction 


Calls cost £l/min at all times. Jokelines PO Box 43. Warminster. Wiltshire. 
BA 12 7PP. Please seek permission from the person paying the bill before calling. 
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® IMPROVE YOUR NINTENDO KNOWLEDGE 
WITH OUR HANDY ‘^ucat cuccto 



NAME 


NICKNAME : Monkey Kong - well, it makes more sense, 
doesn't it? 

TN A SENTENCE: Big. and formerly bad, ape that's 

had a Road to Damascus-style conversion. 

^pESgSSSU fof quite some t,me Ye 

APPEARANCES :S3S Donkey 
Obviously, right at the begmn^ J» Jf then the Game & 

Kong in the arcade a "J the ^ p onkey Kong on the 

Watch games, then Rare s g ' ^ on _ he was there on 

NE S and Domcey Kong JrsMc tfh g and of 

CameCube has benefited from his presence. 

rr-rpu POINTS : Giving lumpman’ Mario his first 

and thereto*; the ^great-looking game 

Donkey Kong Counfty everyone present assumed 

that, when it wjfcrtww when , in fact , it was a 
it was running on next g 

dot -Twas actual!* a pretty good c.-toon show! 

T OW POINTS S kidnapping a distressed damsel -who 

Sng 8 V0 8 U GET ?' in the original 

Donkey Kong game. Er, moving on... 

DON ' T MENTION : His dark past - kidnapping, it s 

mno's same! Oh, and Johnny Morns... 


© as 




Having big thumbs is a sure-fire sign of being 
a monkey* just ask our very own Chandra. 







WORLD'S HUMBER 1 CHOICE FO R CHEATS & 
TO^WALKTHROUGH^PLU^OVER 1 1 ( lliljljiTcHEATS & TIPS 



0uUJLli\j©lPQaili3 


A = 01 

Abe's Oddysee 
Abominolion 
Action Bass 
Action Man Desl X 

Age of Empires 2 

Agent Under Fire 
Airblade 

Ale* F’s Play Man 2001 
Ale* Fs Player Manager 
Alien Resurrection 
Alien Trilogy 

Alienator: Evolution Cont 
Alone In the Dark 4 

Alundra 

Alundra 2 

A me r zone 

Aquanox 

Armoured Core 2 

Army Men 3D 

Army Men Green Rogue 

Army Men S's Heroes 2 

Army Men: Land Sea Air 

Army Men: Lock & Lood 

Atlantis 

B = 02 

Bakkfrt? Gate 

Banjo Tooie 
Batman Vengeance 
Battle Realms 
Blade 

Bloody Roar 3 
Blue Stinger 

Bond: Agent Under Fire 
Bouncer 
Breath of Fire 
Breath of Fire 4 
Brian Lara Cricket 
Broken Sword 1 
Broken Sword 2 
Burnout 

C = 0 3 
C & C: Red Alert 
C & C: Retaliation 
C & C: Tiberian Sun 
C-12 Final Resistance 
Capcom vs SNK 2 
Champ Manager 2000 
Champ Manager 2001 
Chase the Express 
Chicken Run 
Citizen Kabuto: Giants 
City Crisis 
Civilisation 2 
Colin McRae Rally 
Commandos 2 
Commandos B En. Lines 
Conkers Bad Fur Day 
Constructor 
Crash Bandicoot 
Crash Bandicoot 2 
Crash Bandicoot 3 
Crash Bash 
Crash Team Racing 
Crazy Taxi 
Crusaders of M&M 
D = 04 

D Mirra BMX: Max Remix 
D. Mirra Freestyle BMX 
D. Nukem: L. of Babes 
D. Nukem: Time to Kill 
Dark Cloud 
Dark Summit 


Dave Mirra BMX 2 
David Beckham Soccer 
Dead or Alive 2 
Dead or Alive 3 
Deus Ex 
Devil Mav Cry 
Die Hard Trilogy 
Die Hard Trilogy 2 
Dlgimon World 
Digimon World 2 
Dino Crisis 
Dino Crisis 2 
Discworld 2 
Discworld Noir 
Donald Duck Advance 
Dope Wars 

Dracula Last Sanctuary 

Drocula Resurrection 

Drogonball Z 

Drogonball Z: Final Bout 

Driver 

Driver 2 

Druuna 

Duke Nukem 64 
Dune 

Dungeon Keeper 
Dusk Til Dawn 
Dynasty Warriors 2 
E = 0 5 
Ecks vs Sever 
Eighteen Wheeler 
Empire Earth 
Enemy Infestation 
Escape Monkey Island 
Etherlords 

Evil Dead: Hail to King 
Evil Twin 
Extermination 
Extreme G3 

F = 0 6 

FA PL F'ball Man 2001 
Fear Effect 

Fear Effect Retro Helix 
FIFA 2001 
FIFA 2002 
Final Fantasy 7 
Final Fantasy 8 
Final Fantasy 9 
Formula 1 2001 
Frank Herbert s Dune 
From Dust Til Dawn 
Front Mission 3 
Fur Fighters 

G = 0 7 

Giants: Citizen Kabuto 
Goldeneye 
Golf Resort Tycoon 
Gran Turismo 
Gran Turismo 2 
Gran Tbrismo 3 
Grand Theft Auto 
Grand Theft Auto 2 
Grand Theft Auto 3 
Grinch 

Gun Griffon Blaze 

H = 08 

Half Life 
Halo 

Harry Potter 

Harvest Moon 
Headhunter 

Hidden & Dangerous 
HHmon: Codename 47 


Hogs of War Projed Eden 

1 = 09 R = 1 8 

In Cold Blood Railrood Tycoon 2 

ISS Pro Evolution Rainbow Six 

ISS Pro Evolution 2 Rally Trophy 

Italian Job Rampage Puzzle Attack 

J = 1 0 Rayman 

J Bond: Agent Under Fire Rayman 2 
Jak & Daxter Red Alert 2 Yuri's Revenge 


Submarine Commander 
Summoner 

Super Mario Advance 
Super Runabout 
Supercar St. Challenge 
Syphon Filter 
Syphon Filter 2 
Syphon Filler 3 
T = 2 0 


James Bond: 007 Racing Red Faction 

James Bond: T.W.I.N.E. Redguard 

Jedi Power Battles Resident Evi 

K = 1 1 Resident Evi 

Knockout Kings 2001 Resident Evi 

L = 1 2 Resident Evi 

Leg. of Kain S Reaver Resident E' 

Legend of Dragoon Return to C 


Legend of Zelda Seasons Robot Wars 


Red Faction Technomage 

Redguard Tekken 3 

Resident Evil Tekken Tag Tournament 

Resident Evil 2 Tenchu 2 

Resident Evil 3: Nemesis The Weakest Link 

Resident Evil: C Veronica The World is not Enough 
Resident Evil: Code V. XTheme Hospital 
Return to C WoWenstelnTheme Park World 


LMA Manager 2001 Rogue Spear I nrosner sxaie & ue: 

LMA Manager 2002 Roller Coaster Tycoon Thunderhawk Op. 

Lotus Challenge Rune Time Crisis 

M = 1 3 Rune: Viking Warlord Time Crisis 2 

Mario Advance Runescope Time Splitters 

Mario Kart Super Circuit S = 1 9 TOCA World Touring 

Martian Gothic S Palmer's Snowboarder Tokyo Extreme Racer 

Mat Hoffman's Pro BMX S.Wars: Jedi Power Bats Tomb Raider 

Max Payne Scooby Doo Tomb Raider 2 

Mech Warrior 3 Secret Service Tomb Raider 3 

Medal of Honor Shadow of Memories Tomb Raider 4 


This is Football 2002 
Throsher Skate & Dest 
Thunderhawk: Op. 

Time Crisis 

Time Crisis 2 

Time Splitters 

TOCA World Touring Cars 


Mech Warrior 3 Secret Service 

Medal of Honor Shadow of Memom 

Medal of Honor Underg Shadowman 
MediEvil Sheep, Dog & Wolf 

MediEvil 2 Shenmue 

Men In Black Silent Bomber 

Men In Black Crashdown Silent Hill 
Metal Gear Solid Silent Hill 2 

Metal Gear Solid 2 Silent Hunter 2 
Metropolis Street Rocer Silent Scope 
Midnight Club Sim City 3000 

Midtown Madness 2 Sim City 2000 

Mission Impossible Simpson's Road Rage 

Monster Rancher Simpsons Wrestling 

Monsters Inc Sims 

Mortal Korn bat Trilogy Sky Odyssey 
Moto Racer 3 Smackdown 2 

Ms Poem an Smackdownl J. Bi 

Mummy Returns Smugglers Run 

MX 2002 Smugglers Run 2 

Myth 3 Soldier of Fortune 

N = 1 4 Sonic Adventure 2 

No -One Lives Forever Soul Calibur 
Nox Soul Reaver 

0 = 15 Soul Reaver 2 


Tomb Raider 3 

Tomb Raider 4 
Tomb Raider 5 

Tomorrow Never Dies 
Tony Hawk's 
Tony Hawk's 2 
Tony Hawk s 3 

Top Gun: Combat Zones 
Toy Story 2 

Turok: Dinosaur Hunter 
Twisted Metal Black 
V = 2 2 
Vagrant Story 
Victorious Boxers 
Voyager Elite Force 
W = 2 3 

War Hammer: D Omen 


Moto Racer 3 Smackdown 2 War Hammer: D Omen 

Ms Pocman Smackdownl J. Bring It Wano Land 4 

Mummy Returns Smugglers Run Worriors of M & M 

MX 2002 Smugglers Run 2 Warzone2100 

Myth 3 Soldier of Fortune Wild Thornberry C Chase 

N = 1 4 Sonic Adventure 2 Wolfenstein, The Return 

No -One Lives Forever Soul Calibur World C Snooker 2002 

Nox Soul Reaver World Is Not Enough 

0 = 15 Soul Reaver 2 World's S. Police Chases 

Oddworid Munch's Odd Spec Ops: Covert Assault Worms Armageddon 
Off Road Wide Open Spec Ops: Rangers Elite WRC: World Roily Champ 

Om Spec Ops: Stealth Patrol Wu Tang Taste the Pain 


Onimusha: Warlords Spiderman 

007 Racing Spiderman 2 

007 Agent Under Fire Spy Hunter 


Operation Winback 
P = 1 6 
Parasite Eve 2 
Paris-Dakar Rally 
Perfect Dark 
Pizza Connection 2 
Planet of the Apes 
Pokemon Crystal 
Pokemon Gold 
Pokemon Red 
Pokemon Snap 
Pokemon Yellow 


Spyro 2: Ripto s Rage 


WWF No Mercy 
WWF Rd to Wrestlemania 
WWF Smackdown 
WWF Smackdown 2 


Spyro 3 Year of Dragon WWF Smackdown 3 


Spyro the Drogon 
Spyro: Season of Ice 
SSX Snowboarding 
SSX Tricky 

Star Trek: Elite Force 
Star Trek: Invasion 


WWF War Zone 
X = 24 

X-Files 

X Men Mut. Academy 2 
X-Squad 

Z = 2 6 


Star Wars Jedi Power BatsZelda 

Star Wars: Gal. B'ground Zelda Majora's Mask 

Star Wars: Phantom M. Zelda: Oracle of Ages 


Star Wars. Star Fighter 


Premier Manager 2000 State of Emergency 

Premier Manager VQ Sting I 

Pro Evolution Soccer Stronghold 


Zelda: Oracle of Seasons 
Zone of the Enders 
Zoo Tycoon 
Zorro 


(•HZESLEQ 

A = 01 

Agent Under Fire 

B = 02 

Batman Vengeance 
C = 0 3 

Cel Damage 
Crazy Taxi 

D = 04 

Dave Mirra Freestyle BMX 2 
E = 0 5 

Extreme G3 

F = 0 6 

FIFA 2002 

G = 07 

Gauntlet Legends 

L = 1 2 

Luigi's Mansion 

M = 1 3 

Madden NFL 2002 

N = 1 4 
NHL Hitz 2002 
NFL Quarterback Club 2002 
P = 1 6 

Pikmin 

R = 1 8 
Rogue Leader 

S = 1 9 
Simpsons Road Rage 
Sonic Adventure 2 Battle 
Spy Hunter 
SSX Tricky 

Star Wars: Rogue Leader 

Super Monkey Ball 

T = 2 0 

The Simpsons Road Rage 

Tony Hawk's Pro Skater 3 

W = 2 3 

Wave Race: Blue Storm 

0-9 = 27 
007 Agent Under Fire 
18 Wheeler 


PlayStation 


P1ayStation2 


I Dreamcast. 


PC 


|GAME BOY A 

f/\OVZ\ MCE ■ 


GAME BOY 

COLOR 


X 

XQOX 


THE ABOVE USTS ARE JUST A SELECTION OF WHAT’S t 


WHAT MAKES CHEATS 
UNLIMITED NO 1? 

• OVER 10,000 CHEATS 
AVAILABLE 

• THE LATEST CHEATS 
ADDED EVERY DAY 

• COMPILED BY GAMING 
EXPERTS 

• 100S OF QUALITY 
WALKTHROUGH GUIDES 


PERSONS AGED 16 OR OVER MAY CALL THIS NUMBER 


© 0 G 00 O 03 £ 7 O 0 

PERSONS AGED UNDER 1 6 MAY CALL THIS NUMBER 

09066 094 192 

CALLS TO THE ABOVE NUMBERS COST ONLY 60p PER MINUTE 

NON-UK CALLERS:+ 44 700 590 7575 

TO SAVE TIME DURING YOUR CALL YOU MAY PRESS 
0 TO RESTART THE SERVICE AND GET MORE CHEATS 
0TO MOVE BACK ONE MENU SELECTION 


/»> 

" Jr* 

1 


Pleose ensure you have permission from the bill payer before calling. Each call to the under 16's number will cost no more than £3.00, and will end at 5 minutes. Mobile phone call charges 
may vary Please put any comments and questions in writing to Interactive Telcom Ltd. 8 Grants Walk, PI25 5AA, or email: custserv(§>cheatsunlimited.com, or call our 

Customer Service: (Freephone) 0800 081 6000 


All logos are trademarks of their respective companies 
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Play as 1 of 3 different Jedi Obi-Wan Kcnobi. 
Qvj»-Gon Jinn, and Mace Wtndu 



’tm 


Pilot the STAP to reclaim the streets of Theed 


vtfifvfildo * Corrffrnuto 

Z'jiitwvj * Cortf»ri^-^^ j 
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Wiekl your Ikjhlsiibcr as you battle droids and 
boasts across 10 levels 


LuC AsAkIS hN I ERIAINME NI COMPANY PRESENTS 

.STAR. WARS' 

JEDIPOWERBATTLES 

The power of the Force is now 
available on Game Boy Advance 


GAME BOY advance 


www.lucasarts.com 


www.thq.co.uk 


© 2002 LucasArts Entertainment Company LLC. <•) 2002 lucastilm Ltd & TM or 9 as indicated All rights reserved LucasArts and the LucasArts logo are registered trademarks ot Lucasfilm ltd 
Developed by HotGen Studios HotGen and HotGen Studios logo are trademarks ol HotGen Studios Limited Published by THQ Inc THQ and the THQ logo are trademarks ot THQ Inc All rights reserved 
NINTENDO ». GAME B0Y'*\ GAME BOY ADVANCE "" AND Q ARE TRADEMARKS 0E NINTENDO CO LTD 









